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(54) GAME DEVICE, REPLAY METHOD OF GAME AND INFORMATION RECORDING MEDIUM 

(57)Abstract: 

PROBLEM TO BE SOLVED: To reproduce the movement of an 
operation body by means of the operation of a player without 
increasing a data quantity to be recorded by providing a recording 
means for recording operation information for operating the 
operation body time sequentially and enabling replaying the 
operation of the operation body based on operation information 
which is recorded time sequentially. 

SOLUTION: When a memory card 500 is set in the game machine 
main body 2 of a family game machine, data stored in it is read by 
the designation of a CPU 101 and stored in a RAM 108 with a 
communication device interface 133. Then, operation input 
information of the player with respect to one's own vehicle 
immediately after starting a race game is recorded in recording 
data I and succeeding information is recorded in recording data II. 
In this way, input information is stored in recording data which is 
made to correspond to a passage time during the race, recording 
data stored in a recording data area are transferred into a 
reproducing data area and an opposite vehicle is made to run 
through the use of data of reproducing data area. 
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* NOTICES * 

JPO and NCIPI are not responsible for any 
damages caused by the use of this translation. 

l.This document has been translated by computer. So the translation may not reflect the 
5 original precisely. 

2 **** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



CLAIMS 

10 

[Claim(s)] 

[Claim 1] Game equipment characterized by having an actuation information record means 
to record serially the actuation information which operates an actuation object, and the 
Replay means which carries out Replay of the actuation of said actuation object based on 

15 the actuation information serially recorded by said actuation information record means. 

[Claim 2] The game equipment carry out having an actuation information reception means 
receive actuation information, the actuation information record means which record serially 
the actuation information which received with said actuation information reception means, 
and the Replay means which carry out Replay of the actuation of said actuation object 

20 based on the actuation information serially recorded by said actuation information record 
means as the description. 

[Claim 3] An actuation information reception means to receive actuation information, and 
the actuation information record means which records serially the actuation information 
received with said actuation information reception means on the storage region, An 

25 actuation information shunting means to make the actuation information currently serially 
recorded on the storage region by said actuation information record means shunt to other 
storage regions, Game equipment characterized by having the Replay means which carries 
out Replay of the actuation of said actuation object based on the actuation information 
shunted to other storage regions with said actuation information shunting means. 

30 [Claim 4] The 1st process which receives actuation information, and the 2nd process which 
records serially the actuation information received at said 1st process on a storage region, 
The Replay approach of the game characterized by including the 3rd process which 
generates the present indicative data of an actuation object according to the actuation 
information received at said 1st process, and the 4th process which generates the indicative 

35 data of the past of an actuation object based on the actuation information recorded serially 
at said 2nd process. 

[Claim 5] The 1st process which receives actuation information, and the 2nd process which 
records serially the actuation information received at said 1st process on a storage region 
one by one, The 3rd process which generates the current indicative data of an actuation 
40 object according to the actuation information received at said 1st process, The Replay 
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approach of the game characterized by including the 4th process which chooses necessary 
actuation information from two or more actuation information serially recorded at said 2nd 
process, and the 5th process which generates the indicative data of the past of an actuation 
object based on the actuation information chosen at said 4th process. 
5 [Claim 6] The 1st procedure of receiving actuation information, and the 2nd procedure 
which records serially the actuation information received in said 1st procedure on a storage 
region, The 3rd procedure which generates the current indicative data of an actuation object 
according to the actuation information received in said 1st procedure, The information 
record medium which recorded the program for performing the 4th procedure which 

10 generates the indicative data of the past of an actuation object based on the actuation 
information recorded serially in said 2nd procedure and in which machine read is possible. 
[Claim 7] The 1st procedure of receiving actuation information, and the 2nd procedure 
which records serially the actuation information received in said 1st procedure on a storage 
region one by one, The 3rd procedure which generates the current indicative data of an 

15 actuation object according to the actuation information received in said 1st procedure, The 
4th procedure which chooses necessary actuation information from two or more actuation 
information serially recorded in said 2nd procedure, The information record medium which 
recorded the program for performing the 5th procedure which generates the indicative data 
of the past of an actuation object based on the actuation information chosen in said 4th 

20 procedure and in which machine read is possible. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
25 [0001] 

[Field of the Invention] This invention relates to the information record medium which 
recorded the Replay approach of the game equipment in which Replay based on actuation 
information is possible, and a game, and the program of Replay. 
[0002] 

30 [Background of the Invention] In recent years, with the improvement in the technical force 
of high-performance-izing of game equipment and a game program, actuation of a player is 
received on real time and the game made to reflect in a motion of the actuation object 
displayed on a screen is offered variously. It is made to compete with the actuation object 
which a player operates an actuation object and a computer operates on a virtual space also 

35 in these game equipment in the field of the stadium arranged in false, and the so-called 
ball-race game which vies in other players and ranking, or a time has won broad popularity. 
[0003] 

[Description of the Prior Art] In such a ball-race game, that with which the vehicle 
(henceforth, self-vehicle PC) which is the actuation object which a player operates, and the 
40 vehicle (the following, an enemy car EC) which is the actuation object which a computer 
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operates compete on the course arranged to the virtual space is common. While the 
self-vehicle PC changes the direction of acceleration, moderation, and right and left, it has 
been the purpose to reach to the point set as gall more quickly than an enemy car EC. It 
runs based on a certain decided algorithm, a player repeats and plays a game until it can 
5 make it run the self-vehicle PC faster than the enemy car EC, and as for the enemy car EC, 
actuation makes progress in it gradually. 

[0004] However, since the actuation technique of a computer did not improve even if 
actuation of a player improves, when actuation of a player improved, it was difficult to urge 
the game play which could win easily, consequently could not raise tonus and whenever 

10 [ agitation ] even if it ran a race with the enemy car EC, but was continued. Therefore, the 
ball-race game which the vehicle which the player itself operated is made to appear as an 
enemy car EC, and enabled it to compete is supplied variously. That is, when it leaves the 
contents of play actuation of a player and a player plays a ball-race game next using the 
data, it can compete by making the vehicle which the player operated last time appear as an 

15 enemy car EC. 

[0005] Since an enemy car EC becomes strong according to it when an enemy car EC runs 
based on the contents of actuation of a player, and a player carries out progress of ball-race 
game actuation, a player can perform the enemy car EC and competition in which ability 
was equal. In such a ball-race game, although it leaves the contents of play progress of a 
20 player, the coordinate data of the self-vehicle PC in a virtual space which is a location 
absolutely was recorded serially. 
[0006] 

[Problem(s) to be Solved by the Invention] However, when the self-vehicle PC performs 
actuation other than migration (for example, while the self-vehicle PC changes the sense, 

25 when it moves) and only the coordinate data is recorded, even if it can perform 
reappearance of migration, it cannot reproduce modification of the sense. Therefore, in 
addition to the coordinate data, the data in which the direction it has turned [ direction ] to 
the self- vehicle PC is shown also needed to be recorded. Furthermore, when the 
self-vehicle PC is made to carry out a sudden stop, applying brakes, **** soars as a visual 

30 effect or the sound effect against which a wheel and a road surface rub sounds, the 
information that **** soared, and the information that the sound effect against which a 
wheel and a road surface rub sounded are needed. Therefore, in order for the amount of the 
data to record to increase and to leave the contents of play progress, the big memory area 
was required. 

35 [0007] 

[Objects of the Invention] The purpose of this invention is to offer the Replay approach of 
game equipment and a game and information record medium which can reproduce a motion 
of the actuation object by actuation of a player, without making the amount of data to 
record increase. 
40 [0008] 

[Means for Solving the Problem] In order solve the technical problem which mentioned 
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above and to attain the purpose, game equipment according to claim 1 constitutes so that it 
may have an actuation information record means record serially the actuation information 
which operates an actuation object, and the Replay means which carry out Replay of the 
actuation of said actuation object based on the actuation information serially recorded by 
5 said actuation information record means. According to this game equipment, the actuation 
information which operates an actuation object is recorded serially, and Replay can be 
performed based on the actuation information recorded serially. Since the actuation 
information recorded serially is fixed magnitude, even when an actuation object operates 
how in a game, it can always perform Replay, without making the amount of data increase. 

10 [0009] Game equipment according to claim 2 constitutes so that it may have an actuation 
information reception means receive actuation information, the actuation information 
record means which record serially the actuation information which received with said 
actuation information reception means, and the Replay means which carry out Replay of 
the actuation of said actuation object based on the actuation information serially recorded 

15 by said actuation information record means. When according to this game equipment a 
player plays a game and makes it operate on an actuation object, that actuation information 
is recorded serially and Replay can be performed based on the actuation information 
recorded serially. Since the amount of the actuation information recorded serially is always 
fixed after receiving, even when performing actuation with a special actuation object, 

20 Replay can be performed without making the amount of data to record increase. 

[0010] An actuation information reception means by which game equipment according to 
claim 3 receives actuation information, The actuation information record means which 
records serially the actuation information received with said actuation information 
reception means on the storage region, An actuation information shunting means to make 

25 the actuation information currently serially recorded on the record section by said actuation 
information reception means shunt to other storage regions, It constitutes so that it may 
have the Replay means which carries out Replay of the actuation of said actuation object 
based on the actuation information shunted to other storage regions with said actuation 
information shunting means. By shunting the actuation information which records that 

30 actuation information serially and was recorded still more nearly serially to other storage 
regions, when according to this game equipment a player plays a game and makes it 
operate on an actuation object, even when a repeat player plays a game, the actuation 
information for every play of that can be recorded. Moreover, since Replay can be 
performed based on the actuation information which has been shunted to other storage 

35 regions and which was recorded serially, the contents of a play covering the past several 
times can be seen by Replay. 

[0011] Furthermore, the above-mentioned purpose of this invention is set in the game 
which manipulates an actuation object according to the actuation input of a player during a 
game advance according to claim 4. The 1st process which receives actuation information, 
40 and the 2nd process which records serially the actuation information received at said 1st 
process on a storage region, The 3rd process which generates the current indicative data of 
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an actuation object according to the actuation information received at said 1st process, It is 
attained by offering the Replay approach of a game and equipment which are characterized 
by including the 4th process which generates the indicative data of the past of an actuation 
object based on the actuation information recorded serially at said 2nd process. The 1st 
5 process at which the above-mentioned purpose of this invention receives actuation 
information in a game according to claim 5, The 2nd process which records serially the 
actuation information received at said 1st process on a storage region one by one, The 3rd 
process which generates the current indicative data of an actuation object according to the 
actuation information received at said 1st process, The 4th process which chooses 

10 necessary actuation information from two or more actuation information serially recorded 
at said 2nd process, It is attained by offering the Replay approach of a game and equipment 
which are characterized by including the 5th process which generates the indicative data of 
the past of an actuation object based on the actuation information chosen at said 4th process. 
[0012] Moreover, the above-mentioned purpose of this invention is set in the game which 

15 manipulates an actuation object according to the actuation input of a player during a game 
advance according to claim 6. The 1st procedure of receiving actuation information, and the 
2nd procedure which records serially the actuation information received in said 1st 
procedure on a storage region, The 3rd procedure which generates the current indicative 
data of an actuation object according to the actuation information received in said 1st 

20 procedure, It is attained by making the information record medium which recorded the 
program for performing the 4th procedure which generates the indicative data of the past of 
an actuation object based on the actuation information recorded serially in said 2nd 
procedure and in which machine read is possible read into game equipment. The 1st 
procedure in which the above-mentioned purpose of this invention receives actuation 

25 information in a game according to claim 7, The 2nd procedure which records serially the 
actuation information received in said 1st procedure on a storage region one by one, The 
3rd procedure which generates the current indicative data of an actuation object according 
to the actuation information received in said 1st procedure, The 4th procedure which 
chooses necessary actuation information from two or more actuation information serially 

30 recorded in said 2nd procedure, It is attained by making the information record medium 
which recorded the program for performing the 5 th procedure which generates the 
indicative data of the past of an actuation object based on the actuation information chosen 
in said 4th procedure and in which machine read is possible read into game equipment. 
[0013] 

35 [Embodiment of the Invention] Hereafter, this invention is explained to a detail based on 
one illustrated example. In addition, the following explanation explains as an example the 
case where a home video game machine is realized for this invention as a platform. 
[0014] (The 1st example) Drawing 1 shows the whole game equipment configuration in the 
1st example of this invention. Game equipment 1 was divided roughly and equipped with 

40 the body 2 of a game machine which has the main function of game equipment 1, the 
actuation pad 300 which performs an actuation input in analog to the body 2 of a game 
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machine, the memory card 500 which stores the game information by the body 2 of a game 
machine, and the AV (Audio and Visual) output unit 200 which displays the contents of a 
game by the body 2 of a game machine. 

[0015] The body 2 of a game machine performs the output of a video signal and a sound 
5 signal to the AV output unit 200 with the program and data which are stored in CD-ROM 
(Compact Disc Read Only Memory)3. The body 2 of a game machine is equipped with the 
opening carbon button 12 for opening the disk holder 11 for equipping with CD-ROM3, 
and the disk holder 11, the power button 13 which performs the enter end of the power 
source of the body 2 of a game machine, and the reset button 14 which resets the body 2 of 
10 a game machine. Moreover, the body 2 of a game machine is equipped with the actuation 
pad 300 which performs an actuation input in analog or the actuation pad 400 which 
performs an actuation input in digital one, and the memory card 500 removable. About the 
circuitry of the body 2 of a game machine, it mentions later in detail. 

[0016] CD-ROM3 stores the program which becomes possible [ performing the ball-race 

15 game realized with the gestalt of this operation ]. The disk holder 11 of the body 2 of a 
game machine is equipped with CD-ROM3. The program stored in CD-ROM3 is 
performed by the body 2 of a game machine, and the actuation of the game by the input of 
the actuation pad 300 which performs an actuation input in analog, or the actuation pad 400 
which performs an actuation input in digital one of it is attained by performing processing 

20 later mentioned according to this program. 

[0017] It connects with the body 2 of a game machine through the AV cables 118 and 123, 
and the AV output unit 200 changes the video signal and sound signal from the body 2 of a 
game machine into an image and voice, respectively, and shows them to a user. 
[0018] Drawing 2 is the block diagram showing the circuitry of the body 2 of a game 

25 machine of drawing 1 . The body 2 of a game machine for example CPU 0 [ Central 
Processing ] Unit; A central processing unit 101, the image data generation processor 103, 
the data elongation engine 104, ROM (Read Only Memory) 106 and RAM (Random Access 
Memory)108, the interface 110 for peripheral devices, A parallel port 112, a serial port 114, 
the image drawing processing processor 116, the buffer memory 120 for images, the voice 

30 regeneration processor 121, the buffer memory 125 for voice, a decoder 126, buffer 
memory 130, CD-ROM drive 131 And it has the interface 133 for communication link 
devices. 

[0019] CPU101, the data elongation engine 104, ROM106 and RAM108, the interface 110 
for peripheral devices, a parallel port 112, a serial port 114, the image drawing processing 

35 processor 116, the voice regeneration processor 121, the decoder 126, and the interface 133 
for communication link devices are mutually connected through the bus 100. 
[0020] CPU 101 performs the program of a ball-race game shown in the flow chart which is 
stored in RAM 108, and which is mentioned later. Here, a ball-race game points out what 
competes with the enemy car EC which is the actuation object which operates the 

40 self-vehicle PC whose player is an actuation object, and a computer operates. Moreover, 
CPU 101 makes it run an enemy car EC based on the actuation input data of the player 
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stored in RAM108. RAM108 is connected with the bus 100 through the bus 109. 
[0021] The image data generation processor 103 is a co-processor connected with CPU 101 
with the local bus 102, in order to mitigate the processing burden of CPU 101 in three 
dimensional graphics, is in parallel with CPU 101, and performs the coordinate 
5 transformation and light source count by the vector matrix. 

[0022] The data elongation engine 104 performs a reverse DCT (Discrete Cosine 
Transform; discrete cosine transform) operation, and elongates the data compressed from 
CD-ROM3 by methods, such as JPEG (Joint Photographic Expert Group) which can be 
read, and MPEG (Moving Picture Expert Group). By performing continuously elongation 
10 of the compressed data read from CD-ROM3, processing of the animation by continuation 
playback of a still picture is attained. The data elongation engine 104 is connected to the 
bus 100 through the bus 105. 

[0023] OS (Operating System) which is a fundamental program for using efficiently each 
equipment built in the body 2 of a game machine is included in ROM 106, and CPU 101 
15 reads starting preparation of the body 2 of a game machine, for example, the program data 
from initialization and CD-ROM3 of RAM 108, based on OS, where [ first ] reset (reset) by 
the power button 13 or the reset button 14 is performed. ROM 106 is connected to the bus 
100 through the bus 107. 

[0024] The interface 110 for peripheral devices consists of counter ability for performing a 
20 time limit, timing adjustment, etc., and an interruption function at the time of input 
reception from the actuation pad 300 etc. A parallel port 1 12 is an expansional port in which 
the two-way communication for parallel data is possible. A serial port 114 is an expansional 
port in which the two-way communication for serial data is possible. A bus 111 and a 
parallel port 112 are buses 115, and the interface 110 for peripheral devices is connected to 
25 the bus 100 for the bus 113 and the serial port 114, respectively. 

[0025] The image drawing processing processor 116 is connected with the buffer memory 
120 for images with the local bus 119, and the bus 100 is connected through the bus 117. 
And it connects with the image display device 201 by uni-directional bus 118 for outputting 
a video signal. The image drawing processing processor 116 draws the graphic based on the 
30 instruction of CPU101 to the buffer memory 120 for images, and outputs the image which 
drew to it to an image display device 201 through the uni-directional bus 118. The buffer 
memory 120 for images is the exclusive memory for drawing a graphic, and can display the 
image which drew here on an image display device 201 as it is. 

[0026] The voice regeneration processor 121 is connected with the buffer memory 125 for 
35 voice with the local bus 124, and the bus 100 is connected through the bus 122. And it 
connects with amplifier 202 by uni-directional bus 123 for outputting the sound signal 
containing music or a sound effect. The voice regeneration processor 121 makes a sound 
source the ADPCM (Adaptive Differential Pulse Code Modulation) data in the buffer 
memory 125 for voice, and performs playback to a sound signal with the set-up sampling 
40 frequency. The reproduced sound signal is sent to amplifier 202 through the uni-directional 
bus 123, and is reproduced from the loudspeaker 204 connected with amplifier 202 by bus 
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203. 

[0027] CD-ROM drive 131 drives CD-ROM3, and reads the data stored in CD-ROM3. The 
read data are sent to a decoder 126 through a bus 132. A decoder 126 decodes the sent data, 
the program and graphical data of CPU 101 are minded to the buffer memory 125 for voice, 
5 and minds a bus 100 from a bus 127 to RAM 108, and transmits ADPCM data. The 
temporary storage of the data before a transfer is carried out to buffer memory 130 through 
a local bus 129. 

[0028] The interface 1 33 for communication link devices controls the data transfer between 
the actuation pad 300 with which the body 2 of a game machine is equipped removable or 
10 the actuation pad 400 and a memory card 500, and CPU 101. The interface 133 for 
communication link devices is connected with CPU101 through a bus 100 from a bus 134, 
and the memory card 500 is connected for the actuation pad 300 or the actuation pad 400 
through the bus 136 through the bus 135. 

[0029] Drawing 3 (a) and (b) are drawings showing the important section of the actuation 
15 pad 300. The actuation pad 300 is an input unit for giving directions to CPU101 by 
actuation of a player. The actuation pad 300 is equipped with a start button 301, a select 
button 302, the analog mode switch 303, L rise carbon button 311, L down carbon button 
312, L left carbon button 313, the L light button 314, R rise carbon button 321, R down 
carbon button 322, R left carbon button 323, the R light button 324, the 1st carbon button 
20 331 of left-hand side, the 2nd carbon button 332 of left-hand side, the 1st carbon button 341 
of right-hand side, the 2nd carbon button 342 of right-hand side, the left stick 351, and the 
right stick 352. 

[0030] A start button 301 is a carbon button for starting a game. L left carbon button 313 is 
a carbon button for changing the sense of the vehicle on a course into the left. The L light 

25 button 314 is a carbon button for changing the sense of the vehicle on a course into the 
right. R down carbon button 322 is a carbon button for applying brakes to a vehicle and 
stopping it. Hereafter, let R down carbon button 322 be the brake carbon button 322. R left 
carbon button 323 is a carbon button for accelerating a vehicle. Hereafter, let R left carbon 
button 323 be the accelerator carbon button 323. The 1st carbon button 331 of left-hand 

30 side is a carbon button for using the "particulars ability" which can acquire the special 
effectiveness which a certain fixed time amount and the rate a vehicle runs will not rise, or 
will not sideslip. Hereafter, let the 1st carbon button 331 of left-hand side be the particulars 
ability carbon button 331. A select button 302, L rise carbon button 311, L down carbon 
button 312, R rise carbon button 321, the R light button 324, the 2nd carbon button 332 of 

35 left-hand side, the 1st carbon button 341 of right-hand side, the 2nd carbon button 342 of 
right-hand side, the left stick 351, and the right stick 352 are not used. 

[0031] The analog mode switch 303 is a carbon button for the actuation pad 300 to change 
a function. When a function is changed, the left stick 351 enables it to perform the input of 
L left carbon button 313 and the L light button 314 in analog. At this time, the actuation pad 
40 300 becomes the following functions. 

[0032] A start button 301 is a carbon button for starting a game. The brake carbon button 
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322 is a carbon button for applying brakes to a vehicle and stopping it. The accelerator 
carbon button 323 is a carbon button for accelerating a vehicle. The particulars ability 
carbon button 331 is a carbon button for using the "particulars ability" which can acquire 
the special effectiveness which a certain fixed time amount and the rate a vehicle runs will 
5 not rise, or will not sideslip. If the left stick 35 1 is leaned to the left, when the sense of the 
vehicle on a course will be leaned to the left to the right, it is for changing the sense into the 
right for the sense of the vehicle on a course according to a tilt angle. A select button 302, L 
rise carbon button 311, L down carbon button 312, L left carbon button 313, the L light 
button 314, R rise carbon button 321, the R light button 324, the 2nd carbon button 332 of 
10 left-hand side, the 1st carbon button 341 of right-hand side, the 2nd carbon button 342 of 
right-hand side, and the right stick 352 are not used. 

[0033] Drawing 4 is drawing showing the important section of the actuation pad 400. The 
actuation pad 400 is an input unit for giving directions to CPU101 by actuation of a player. 
The actuation pad 400 is equipped with a start button 401, a select button 402, Lrise carbon 
15 button 411, L down carbon button 412, L left carbon button 413, the L light button 414, R 
rise carbon button 421, R down carbon button 422, R left carbon button 423, the R light 
button 424, the 1st carbon button 431 of left-hand side, the 2nd carbon button 432 of 
left-hand side, the 1st carbon button 441 of right-hand side, and the 2nd carbon button 442 
of right-hand side. 

20 [0034] A start button 401 is a carbon button for starting a game. L left carbon button 413 is 
a carbon button for changing the sense of the vehicle on a course into the left. The L light 
button 414 is a carbon button for changing the sense of the vehicle on a course into the 
right. R down carbon button 422 is a carbon button for applying brakes to a vehicle and 
stopping it. Hereafter, let R down carbon button 422 be the brake carbon button 422. R left 

25 carbon button 423 is a carbon button for accelerating a vehicle. Hereafter, let R left carbon 
button 423 be the accelerator carbon button 423. The 1st carbon button 431 of left-hand 
side is a carbon button for using the "particulars ability" which can acquire the special 
effectiveness which a certain fixed time amount and the rate a vehicle runs will not rise, or 
will not sideslip. Hereafter, let the 1st carbon button 431 of left-hand side be the particulars 

30 ability carbon button 431. A select button 402, L rise carbon button 411, L down carbon 
button 412, R rise carbon button 421, the R light button 424, the 2nd carbon button 432 of 
left-hand side, the 1st carbon button 441 of right-hand side, and the 2nd carbon button 442 
of right-hand side are not used. 

[0035] A memory card 500 is constituted by the flash memory, and can specify and save the 
35 data read from the field of the arbitration on RAM 108, and CD-ROM3 by CPU101. 
Moreover, the data stored in the memory card 500 can also be specified and read by 
CPU101, and the data read through the interface 133 for communication link devices are 
stored in RAM 108. 

[0036] Hereafter, it is read from CD-ROM3 and a memory card 500 by CPU101 for a game, 
40 and the data stored in RAM 108 inside are explained with reference to a drawing. 

[0037] Drawing 6 is drawing having shown playback data area 108c in the detail with 
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record data area 108b which RAM 108 has. As shown in this drawing, record data area 108b 
has record data 108bl-108bn with a header 108b0. The actuation input of the player to the 
self-vehicle PC immediately after ball-race game initiation is recorded on the record data 
108bl. Next, progress of predetermined time amount records actuation input on the record 
5 data 108b2. Thus, actuation input is recorded on the record data with which it was matched 
with elapsed time by the inside of a ball race. 

[0038] Playback data area 108c has playback data 108cl-108cn with a header 108c0. 
Immediately after ball-race initiation, processing which makes it run an enemy car EC 
based on the playback data 108c 1 is performed. When predetermined time amount passes 
10 and the next processing is performed, it carries out using the playback data 108c2. Thus, 
processing which makes it run an enemy car EC is performed using the playback data with 
which it was matched with elapsed time by the inside of a ball race. 

[0039] Thus, record data and playback data can have the same item, the record data stored 
in record data area 108b when making it run the self-vehicle PC based on the contents of 
15 the actuation input recorded on record data can transmit to playback data area 108c, and the 
same transit as the self-vehicle PC which the player operated can perform by making it run 
an enemy car EC using the data of playback data area 108c. 

[0040] Drawing 10 is drawing showing the example of the game image displayed in the 
gestalt of this operation. A ball-race course is displayed on a viewing area 1001, and the 

20 self-vehicle PC is displayed on a viewing area 1002. Particulars ability gage 1011a is 
displayed on the icon and viewing area 1011 which express the particulars ability of a 
vehicle to a viewing area 1010. The number of the convention circumference and the 
current number of the circumference are displayed on a viewing area 1004. The transit time 
in every round corresponding to the number of the circumference is displayed on the total 

25 time amount after starting transit, and viewing areas 1006 and 1007 by the viewing area 
1005. The shortest time amount is displayed on a viewing area 1008 among the total time 
amount concerning running the number of the convention circumference. The shortest time 
amount is displayed on a viewing area 1009 among the transit times concerning taking 1 
round. The map which reduced the course is displayed on a viewing area 1003, and the 

30 self-vehicle PC and an enemy car EC are expressed as a symbol on a map. Looking at these 
displays, in order for a player to run faster, it performs an actuation input. 
[0041] Drawing 11 is drawing showing the example of the game image displayed when the 
self-vehicle PC and an enemy car EC run to coincidence in the gestalt of this operation. The 
selected vehicle is displayed on a viewing area 1101, and an enemy car EC is displayed on 

35 a viewing area 1102. At this time, the location on the screen of viewing areas 1101 and 
1102 changes with the actuation input of a player, and the contents of playback data. A 
player can run now the number of the convention circumference with running and winning 
ahead of an enemy car EC faster than before. 

[0042] Hereafter, the data which recorded serially the actuation input of a player which 
40 operates in this game equipment 1 explain as an example the ball-race game aiming at 
running faster about the game which can make it run an enemy car EC. 
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[0043] In addition, the processing which image data generation processors 103 other than 
CPU101, the interface 110 for peripheral devices, the image drawing processing processor 
116, the voice regeneration processor 121, and the interface 133 for communication link 
devices perform in fact shall also be included in processing which CPU 101 performs by the 
5 following explanation. Moreover, although the various data stored in CD-ROM3 are read 
from CD-ROM3 one by one under control of CPU101 according to the advance situation of 
processing of having followed the program, in fact and it is transmitted to RAM 108, the 
fine explanation about actuation of the transfer to RAM 108 of the various data read from 
CD-ROM3, a decoder 126, and CD-ROM drive 131 is omitted. Moreover, the body 2 of a 

10 game machine shall be equipped with the actuation pad 300. 

[0044] When performing a ball-race game, after a player operates the opening carbon 
button 12, opens the disk holder 11 and equips CD-ROM drive 131 of game equipment 1 
with CD-ROM3, it closes the disk holder 11. If the depression of the reset button 14 is 
carried out when a player pushes a power button 13, and a power source is turned ON from 

15 OFF in this condition or the power source is turned on, based on OS, the program of a 
ball-race game will be read into program field 108a of RAM 108 from CD-ROM3, and the 
processing shown in drawing 24 from drawing 21 will be started. 

[0045] In processing by the program of a ball-race game, first, the data about a game are 
read from CD-ROM3, and it stores in RAM 108 (step S101). RAM 108 has program field 

20 108a, record data area 108b, playback data area 108c, 108d of course data areas, vehicle 
data area 108e, 108f of other data areas etc., etc., as shown in drawing 5 . 
[0046] The coordinate data showing the road surface on the virtual space which constitutes 
the course of a ball-race game, the graphic of a building, and the location in those virtual 
spaces is stored in 108d of course data areas. The graphical data of the self-vehicle PC and 

25 an enemy car EC, the coordinate data in a virtual space, etc. are stored in a vehicle data area. 
In addition, the coordinate data of the view in virtual spaces other than course data and 
vehicle data, the data of the alphabetic character displayed into a game, etc. are stored in a 
data area. 

[0047] The thing about transit, such as a rate of a vehicle and migration length calculation, 
30 and graphical data are stored in vehicle data area 108e. The vehicle engine-performance 
table 1401 and the particulars ability table 1501 are one of things about transit of a vehicle, 
for example. Drawing 14 is drawing showing the vehicle engine-performance table 1401. 
As shown in drawing, as an item registered into the vehicle engine-performance table 1401, 
there are an "acceleration value", the "moderation value 1", the "moderation value 2", "rate 
35 maximum", a "cornering value", and a "grip value." 

[0048] An "acceleration value" is a numeric value which shows the acceleration engine 
performance of a vehicle when the accelerator carbon button 323 is pushed. "Deceleration 
1" is a numeric value which shows the rate at which "deceleration 2" slows down the brake 
performance of a vehicle when the brake carbon button 322 is pushed when the accelerator 
40 carbon button 323 and the brake carbon button 322 are not pushed. "Acceleration", 
"deceleration 1", and "deceleration 2" are used at the time of a rate and migration length 
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calculation; "Rate maximum" is a upper limit of a rate which goes up when the accelerator 
carbon button 323 is pushed, and when rate calculation is performed based on 
"acceleration", processing is performed so that this value may not be exceeded. A 
"cornering value" is a numeric value used when the turnability of a vehicle is shown, 
5 actuation with the Lleft key 313, the Lright key 314, or the left stick 351 is performed and 
the sense of a vehicle is changed. A "grip value" is a numeric value which shows the grip 
engine performance of a vehicle and is used for the rate of a vehicle at the time of 
acceleration or moderation, and migration length calculation. As shown in drawing, the 
vehicle engine-performance table is set up for every classification of a vehicle, for example, 

10 the vehicle engine-performance table 1401 and a vehicle 2 correspond to the vehicle 
engine-performance table 1402, a vehicle 3 corresponds to the vehicle engine-performance 
table 1403, and a vehicle 1 is read into vehicle data area 108e, respectively. At this time, 
transit of the self-vehicle PC in a game and an enemy car EC is performed with reference to 
this vehicle engine-performance table. 

15 [0049] With the gestalt of this operation, since width of face is given to an actuation input, 
particulars ability can be used by carrying out the depression of the particulars ability 
carbon button 331. Particulars ability has the jump which it is the predetermined 
effectiveness which can be attached in a vehicle of influencing transit, for example, 
accelerates at once to 120% of full speed, and the turbo it can run at the rate fixed time, the 

20 grip of a vehicle no longer sliding on a fixed time amount road surface, and a vehicle fly 
fixed time amount sky, and stops influencing of a road surface. Drawing 15 is drawing 
showing a particulars ability table. As shown in this drawing, as an item registered into the 
particulars ability table 1501, there are "use improper time amount" and "effectiveness 
duration." 

25 [0050] Bar 1011b in particulars ability gage 1011a displayed on a viewing area 1011 is 
extended to the edge of particulars ability gage 1011a according to the elapsed time in a 
ball race. "Use improper time amount" is a numeric value which shows the rate at which 
bar 1011b is extended. When bar 1011b is extended to the edge of particulars ability gage 
1011a, particulars ability can be used if the depression of the particulars ability carbon 

30 button 331 is carried out. Once it uses particulars ability, bar 1011b in particulars ability 
gage 1011a will be in the shortest condition same with the time of ball-race game initiation, 
and will be again extended according to elapsed time. "Effectiveness duration" is a numeric 
value which shows the time amount which the effectiveness continues, when particulars 
ability is used. 

35 [0051] In addition, there are the transit information table 1601 which records the selected 
vehicle and particulars ability as what is stored in 108f of data areas, the actuation 
information buffer 1701 which carries out the temporary storage of the actuation 
information, and is used for transit of a vehicle, and a time amount table 1801 which clocks 
the passage of time in a game. Drawing 16 is drawing showing the transit information table 

40 1601. As shown in drawing, as an item registered into the transit information table 1601, 
there are "vehicle information", "particulars ability information", a "location", a "direction", 
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a "rate", and the "number of the circumference." 

[0052] "Vehicle information" is an item for referring to a vehicle engine-performance table. 
When being set up here so that the vehicle engine-performance table 1401 may be referred 
to, the rate at the time of transit and calculation of migration length are performed based on 
5 the vehicle engine-performance table 1401. "Particulars ability information" is an item for 
referring to a particulars ability table. Here, here either a turbo, a grip or a jump is set up, 
and the rate and migration length calculation according to the particulars ability are 
performed. Moreover, the time check in a game is performed according to the time amount 
set up. A "location", a "direction", and a "rate" are the items for recording the condition of 

10 vehicles, such as a rate, migration length, etc. which were computed, and the present 
location of the self-vehicle PC on a course and an enemy car EC and the direction turned to 
correspond in a "location" and the "direction." The "rate" has memorized the rate in front of 
the vehicle, and is used in a rate and migration length calculation, and the calculation result 
is recorded here again. "The number of the circumference" will end a ball race, if the 

15 number with which the vehicle went the course around is shown and this value of the 
self-vehicle PC reaches the number of the convention circumference. It enables it to set up 
such a transit information table for every vehicle which runs a course, and to control the 
condition according to an individual. 

[0053] Drawing 17 is drawing showing the actuation information buffer 1701. The 

20 temporary storage of the input data from the actuation pad 300 or the data of playback data 
area 108c is carried out, and they is used for the actuation information buffer 1701 by the 
processing at the time of transit of a vehicle. As shown in the actuation information buffer 
1701, there are "transit information table information", an "analog input flag", "digital 
information", "analog information", an "accelerator flag", a "brake flag", a "particulars 

25 ability flag", and a "pointer" in the item of the actuation information buffer 1701. "Digital 
information" consists of an item of a "left flag" and a "right flag" still more finely. 
[0054] "Transit information table information" is an item for referring to a transit 
information table. When being set up here so that the transit information table 1601 may be 
referred to, based on the transit information table 1601, direction modification, a rate and 

30 migration length calculation, and repositioning by the calculation result are performed, and 
a result is stored in the transit information table 1601. It is a flag for distinguishing whether 
direction directions of a vehicle were performed by the digital input, and whether the 
"analog input flag" was performed by the analog input. When an actuation input is a digital 
input, when it is an analog input, it is set to "1" to "0." The "left flag" of "digital 

35 information" is a flag with which a "right flag" is used when the direction directions to the 
right are performed by the Lright key 314, when the direction directions to the left are 
performed by the Lleft key 313 which is a digital input. "Analog information" is a variable 
used when direction directions are performed by the left stick 35 1 by the analog input. An 
"accelerator flag" is a flag set to "1", when the accelerator carbon button 323 and a "brake 

40 flag" support to the brake carbon button 322, the "particulars ability flag" supports the 
particulars ability carbon button 331 and a carbon button is pushed. Thus, these items can 
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respond also to the actuation input of performing the direction directions to the right, 
supporting the actuation input about transit of the vehicle in a game, for example, pushing 
the accelerator carbon button 323. Moreover, a "pointer" is a pointer variable used when 
performing storing or ejection of the data to record data area 108b and playback data area 
5 108c. 

[0055] Drawing 18 is drawing showing the time amount table 1801. The time amount table 
1801 is used for the time check of the total time amount after starting the transit displayed 
on a viewing area 1005, and the time amount in every round corresponding to the number 
of the circumference displayed on viewing areas 1006 and 1007. As shown in this drawing, 
10 as an item registered into the time amount table 1801, there are "total time amount" and 
"circumference time amount." "Circumference time amount" consists of an item of "the 1st 
round" and the "2nd round" still more finely. 

[0056] "The total time amount" is expressed with the variable which shows the time 
amount which has passed after starting the ball race, and shows time amount. 

15 "Circumference time amount" is expressed with the variable which shows the time amount 
concerning carrying out a course 1 round, and shows time amount. The item of the "1st 
round" of "circumference time amount" and the "2nd round" supports the number of the 
circumference, at the time of the 1st round, "circumference time amount" and "1st round", 
it is "circumference time amount" and the "2nd round" at the time of the 2nd round, and the 

20 time check of time amount is performed. 

[0057] If reading of data is completed, the display of a title screen and the display of a 
demonstration screen will be repeated by turns until there is an input by the start button 301 
(step SI 02). When there is an input of a start button 301, the display of (step S103), a title 
screen, or a demonstration screen is interrupted, and it progresses to a setup of the vehicle 

25 of stepS 104. 

[0058] At step S104, some players choose one set from two or more kinds of vehicles set 
up on the vehicle engine-performance table. Selection of a vehicle sets up the data 
indicating the vehicle engine-performance table matched with the vehicle chosen as the 
"vehicle information" on a transit information table. 
30 [0059] At the following step S105, a player chooses one for the particulars ability attached 
in the vehicle chosen at step SI 04 from three kinds of particulars ability set up on the 
particulars ability table 1501. Selection of particulars ability sets up the data indicating the 
particulars ability chosen as the "particulars ability information" on a transit information 
table. 

35 [0060] At step S106, a player chooses any one from the transit courses which have two or 
more kinds. If a course is chosen, the data is read from CD-ROM3, and it stores in course 
data area 108c of RAM108. Drawing 12 is drawing showing the example of the course 
stored in course data area 108c. A course is shown in this drawing on a virtual space. The 
view is set as fixed distance from the vehicle, and when a player operates a vehicle and runs 

40 a course top, the image seen from the view copies it out on an image display device 201. 
Moreover, apart from such graphical data, there are also data about the condition of a road 
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surface for a vehicle to run, an inclination, and the difference of elevation. Drawing 13 is 
drawing showing the example of the road surface information on a course. As the 
information on a course is shown in drawing, the course information 1301 and the course 
information 1302 are matched. The course information 1301 is graphical data and the 
5 course information 1302 is road surface data. As shown in the course information 1302, a 
course is divided into the block of a fixed partition and has road surface information. 
Transit of a vehicle is performed based on the road surface information on a block that a 
vehicle is located. There are a penetration failure, coefficient of friction, etc. in road surface 
information, and it is used for the rate of a vehicle, and migration length calculation. 
10 [0061] At the following step S107, the playback data of the course chosen at step S106 
distinguish whether it is recorded on the memory card 500. When were recorded and it 
distinguishes, it progresses to (step S107; Yes) and step S108. 

[0062] At step SI 08, the data of the memory card 500 corresponding to the course chosen 
at step S106 are read to playback data area 108c. Drawing 9 is drawing showing the data 

15 flow of RAM 108 and a memory card 500. As shown in this drawing, the data of course a 
playback data area 500a are read, and the course chosen at step SI 06 and the playback data 
area currently recorded on the memory card 500 are stored in playback data area 108c, as 
shown in 902, when it is matched mutually, for example, Course a is chosen at step SI 06. 
903, 904, and 905 show data flow when Course b, Course c, and Course m are chosen, 

20 respectively. Thus, a setup for making it run to an enemy car EC based on the header 108c0 
contained in playback data read from the memory card 500 is performed. Drawing 7 is 
drawing showing in a detail the header 108b0 which has structure equivalent to a header 
108c0. As shown in this drawing, as an item registered into the header 108c0, there are 
"vehicle information", "particulars ability information", "fastest total time amount", and 

25 "fastest circumference time amount." 

[0063] The "vehicle information" and the "particulars ability information" on a header 
108c0 are equivalent to the "vehicle information" and the "particulars ability information" 
on a transit information table, and the vehicle chosen when a player played before, and the 
data indicating particulars ability are stored. When using the transit information table 1602 

30 for transit of an enemy car EC at this time, the "vehicle information" and the "particulars 
ability information" on a header 108c0 are set as that corresponding item. "The fastest total 
time amount" is the variable expressed with time amount, and the shortest time amount is 
stored among the time amount concerning going the number course of the convention 
circumference around. The "fastest circumference time amount" is the variable expressed 

35 with time amount, and the shortest time amount is stored among the time amount 
concerning carrying out a course 1 round. Based on "the fastest total time amount" and the 
"fastest circumference time amount", a display is performed to a viewing area 1008 and a 
viewing area 1009 by the inside of a game. 

[0064] At step S109, transit with the vehicle and course which the player chose is processed. 
40 Processing of transit is explained later. Whenever it runs 1 round, the time amount 
concerning the number of the convention circumference running at step S109 and the taken 



Page 15 of 25 



[JP,2000-070546,A] 



time amount are expressed as the following step SI 10. A display is performed based on the 
time amount table 1801. A player can know fast [ how much ] the result of its game could 
be seen here and he has run compared with the last play result. Termination of a result 
display performs the display of return, a demonstration screen, and a title screen to step 
5 S102. 

[0065] Next, ball-race processing of step SI 09 is explained using drawing 22 . First, at step 
S201, processing for starting a ball-race game is performed, first, a time check set 0 as the 
item of the "1st round" of the "total time amount" of the time amount table 1801, and 
"circumference time amount", and the "2nd round", and concerning particulars ability — it 

10 prepares. Next, the initial valve position at the time of ball-race initiation of the self-vehicle 
PC and an enemy car EC, a direction, a rate, and the number of the circumference are set as 
each item of a transit information table. Furthermore, after setting the value indicating the 
record data 108bl of record data area 108b as the "pointer" of the actuation information 
buffer 1701, a display is changed to the game image shown at drawing 10 . 

15 [0066] At step S202, the actuation input from the actuation pad 300 with which the body 2 
of a game machine was equipped is received, and it stores in the actuation information 
buffer 1701. The processing which receives an actuation input is explained using drawing 
27 . First, at step S301, 0 is set as each item except the "pointer" of the actuation 
information buffer 1701 which carries out the temporary storage of the inputted operator 

20 guidance. 

[0067] At the following step S302, the direction directions to right and left are 
distinguishing whether it is a digital input. When it distinguishes that it was a digital input, 
it progresses to (step S302; Yes) and step S303, and it distinguishes whether the Lleft key 
313 is pressed. When were pushed and it distinguishes, "1" is set as the "left flag" of (step 
25 S303; Yes) and the actuation information buffer 1701. At the following step S305, it 
distinguishes whether the Lright key 314 is pressed. When were pushed and it distinguishes, 
it progresses to (step S305; Yes) and step S306, and "1" is set as the "right flag" of the 
actuation information buffer 1701. 

[0068] When it was not a digital input and is distinguished at step S302, it progresses to 
30 step S307 and distinguishes whether it is an analog input. When it was not an analog input 
and distinguishes, it is regarded as that by which (step S307; No) and the body 2 of a game 
machine are not equipped with the actuation pad, and registration of an actuation input is 
ended. When it distinguishes that it is an analog input, it progresses to (step S307; Yes) and 
step S308, and "1" is set as an "analog input flag." At step S309, the value according to the 
35 tilt angle of the left stick 351 is set as "analog information." 

[0069] At step S3 10, it distinguishes whether the accelerator carbon button 323 is pushed. 
When were pushed and it distinguishes, it progresses to (step S3 10; Yes) and step S3 11, and 
1 is set as an "accelerator flag." At step S3 12, when it distinguished whether the brake 
carbon button 322 would be pushed, and were pushed and it distinguishes, it progresses to 
40 (step S312; Yes) and step S313, and 1 is set as a "brake flag." At step S314, when whether 
the particulars ability carbon button 331 is pushed distinguished, and were pushed and it 
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distinguishes, it progresses to (step S3 14; Yes) and step S3 15, and 1 is set as a "particulars 
ability flag." 

[0070] Thus, if all the data about actuation of the vehicle of a player are stored in the 
actuation information buffer 1701 at step S202, at the following step S203, it will 
5 distinguish whether the ball-race game is halted. A start button 301 can perform discharge 
of a halt of a ball-race game, and a halt. When it was halted and distinguishes, it progresses 
to (step S203; Yes) and step S214. When it was not a halt and distinguishes, it progresses to 
(step S203; No) and step S204. 

[0071] At step S204, after adding a value to the "pointer" of the actuation information 

10 buffer 1701, the contents of the actuation information buffer 1701 are recorded on the 
record data of record data area 108b to which a "pointer" points. Drawing 8 is drawing 
showing in a detail the record data 108b 1 contained in record data area 108b. When 
addition is performed to a pointer at step S204 at this time, for example, when a "pointer" 
points to the record data 108bl of stored data field 108b, it comes to point to the record 

15 data 108b2. Record data have structure as shown in drawing, and the contents except the 
"transit information table information" and "BOINTA" of the actuation information buffer 
1701 are recorded at step S204. Moreover, the data indicating the transit information table 
1601 of the self-vehicle PC are set as "transit information table information" here. 
[0072] At step S205, migration processing of a vehicle is performed based on the contents 

20 of the actuation information buffer. Migration processing is performed to the transit 
information table to which "transit information table information" points. Since the data 
which point to the transit information table 1601 of the self-vehicle PC at step S204 are set 
up at this time, migration of the self-vehicle PC is performed. Explanation of step S205 
which moves in the self-vehicle PC is given using drawing 24 . 

25 [0073] A bottom type is a formula used for calculation of the rate of the self-vehicle PC at 
step S205. When y and width of face are expressed with x and depth is expressed with z for 
the height in a virtual space, a vehicle runs a x-z flat-surface top. At this time, the 
movement magnitude on a x-z flat surface is computed using a bottom type, and processing 
which runs by adding to the current coordinate of a vehicle is performed. 

30 [Equation 1] 

Upper type Vnew It is the rate to compute. Computed Vnew It is recorded on the "rate" of a 
transit information table, and is used at the time of the next count. Void Vnew which is 
recorded on the "rate" of a transit information table and which was computed last time it is 
— V — Void It carries out adjustable [ of the value ] by acceleration or moderation, mu is 

35 coefficient of friction and is a numeric value drawn from the "grip engine performance" of 
a vehicle engine-performance table, and the road surface information on a course. Count of 
an upper type is performed about a x axis and the z-axis, a result is added to the "location" 
of the transit information table which is the current position of a vehicle, and transit 
processing of a vehicle is performed. According to such a formula, transit processing of the 

40 vehicle which inertia works with coefficient of friction mu, and has a sense of reality more 
is possible. 
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[0074] At step S401, it is distinguishing whether the "analog input flag" of the actuation 
information buffer 1701 is 1. Since direction directions are performed by (step S401; Yes) 
and the analog input when it is distinguished that an "analog input flag" is 1, it progresses 
to step S402, and a direction is changed based on "analog information." Step S402 is 
5 changed with reference to the "direction" of the transit information table 1601 to which the 
"transit information table information" on the actuation information buffer 1701 points. The 
actuation information on the left stick 351 sent to CPU101 through the interface 133 for 
communication link devices is the numeric value of 0 to 255, and when 0 to 127 is the left 
and 128-255 are the direction directions to the right, the left stick 351 is greatly leaned, so 

10 that a numeric value is large. Based on this numeric value and a "cornering value", the rate 
which changes the direction of the self-vehicle PC and an enemy car EC is changed. 
[0075] Drawing 19 is drawing showing modification of a direction. The sense when, as for 
the sense current in 1901 and 1901a, a direction is changed into the left, and 1901b show 
the sense when a direction is changed into the right. At step S404, as shown in 1901a and 

15 1901b, the sense of the self-vehicle PC is changed by a unit of 4.5 degrees. When the rate 
which changes the sense based on a "cornering value" changes, for example, 3 is registered 
at this time, step S402 is performed 3 times, and a direction is changed into the sense 
according to a flag when a "left flag" or a "right flag" of "digital information" is 1 in the 
meantime, at this time, when it is capable of small sharp turns and turns at a curve so that 

20 the value of a "cornering value" is small, it becomes advantageous. 

[0076] At step S403, it is distinguishing whether the "analog input flag" of the actuation 
information buffer 1701 is 0. Since direction directions are performed by (step S403; Yes) 
and the digital input when it is distinguished that an "analog input flag" is 0, it progresses to 
step S404. Step S404 is changed with reference to the "direction" of the transit information 

25 table 1601 to which the "transit information table information" on the actuation information 
buffer 1701 points. A change of a "direction" is made based on the "cornering value" of the 
vehicle engine-performance table to which the "vehicle information" on the transit 
information table 1601 points. Drawing 19 is drawing showing modification of a direction. 
The sense when, as for the sense current in 1901 and 1901a, a direction is changed into the 

30 left, and 1901b show the sense when a direction is changed into the right. At step S404, as 
shown in 1901a and 1901b, the sense of the self-vehicle PC is changed by a unit of 4.5 
degrees. When the rate which changes the sense based on a "cornering value" changes, for 
example, 3 is registered at this time, step S402 is performed 3 times, and a direction is 
changed into the sense according to a flag when a "left flag" or a "right flag" of "digital 

35 information" is 1 in the meantime, at this time, when it is capable of small sharp turns and 
turns at a curve so that the value of a "cornering value" is small, it becomes advantageous, 
thus — since the input with the actuation pad of a removable classification is possible — a 
player ~ the actuation pad 300 or the actuation pad 400 — even when only either is 
possessed, it plays — things can be carried out. 

40 [0077] At the step S405 both, it is distinguishing whether the "accelerator flag" of the 
actuation information buffer 1701 and a "brake flag" are 1. When it is distinguished that 
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both "an accelerator flag" and a "brake flag" are 1, it progresses to step S406 and the 
direction by the drift is changed. The drift of the vehicle can be carried out making a 
direction change by the analog or digital input from step S401 to S404 in this case. 
Therefore, a player can adjust now the sense of the vehicle which changes with drifts. 
5 [0078] At step S407, it is distinguishing whether modification of a direction is forbidden. 
Whether the vehicle is acting as Soubinh, and when having stopped, when modification of 
a direction was forbidden, it distinguished (step S407; Yes), and it progressed to step S408, 
and the sense of the vehicle changed by S406 from step S401 is returned to the sense before 
being changed. 

10 [0079] At step S409, it distinguishes whether the brake carbon button 322 is pushed based 
on the "brake flag" of an actuation information buffer. When were pushed and it 
distinguishes, it progresses to (step S409; Yes) and step S410. Step S410 is Void. V is set up 
based on the "moderation value 1" of a vehicle engine-performance table. 
[0080] At step S411, it distinguishes whether the accelerator carbon button 323 is pushed 

15 based on the "accelerator flag" of the actuation information buffer 1701. When were pushed 
and it distinguishes, it progresses to (step S411; Yes) and step S412, and is Void. V is set up 
based on the "acceleration value" of a vehicle engine-performance table. Moreover, when 
the accelerator carbon button was not pushed and it is distinguished at step S411, it 
progresses to (step S411; No) and step S413. Step S413 is Void. V is set up based on the 

20 "moderation value 2" of a vehicle engine-performance table. 

[0081] At step S414, it distinguishes whether particulars ability is used. When there are a 
turbo, a jump, and a grip in particulars ability and effectiveness duration is clocked based 
on the "effectiveness duration" of the particulars ability table 1501, it distinguishes [ that it 
is / effectiveness / of particulars ability / under continuation, and ] (step S414; Yes), and 

25 progresses to step S415. At step S415, something sets up V and mu based on one among the 
turbo which is particulars ability, a jump, or a grip. When particulars ability was not used at 
step S414 and it is distinguished, it progresses to (step S414; No) and step S416. At step 
S416, it is Void. Based on the "acceleration value" of a vehicle engine-performance table, 
mu is set up for V based on the "grip value" of a vehicle engine-performance table, and the 

30 road surface information on a course. 

[0082] Vnew concerning a x axis and the z-axis based on the direction set up from step 
S401 at step S417 S408, and V and mu which were set up by S416 from step S409 It 
computes. Computed Vnew It is added in the "location" of the transit information table 
1601. As shown in drawing 19 at this time, in a x-z flat surface, the positive-number value 

35 of z is adding to the coordinate 1901 and a negative-number value indicate the location of a 
vehicle to be by making the numeric value of x and z into migration length, respectively 
when the positive-number value of x expresses the direction of 1902 and 1903 and a 
negative-number value express the direction of 1904, and transit processing on a x-z flat 
surface is performed. Moreover, Vnew which mu was used as coefficient of friction and 

40 computed When an actuation input is carried out from inertia working to transit of the 
vehicle to depend, for example so that it may pass along the course in which it expresses to 
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2001 in order to turn at a curve as shown in drawing 20 , it passes along the course in which 
inertia expresses to 2002. Moreover, computed Vnew It is stored in the "rate" of the transit 
information table 1601. At this step S417, it ends and step S205 of drawing 22 progresses 
to the following step S206. 
5 [0083] At step S206, it is distinguishing whether transit of the enemy car EC by playback 
data is performed. When the enemy car EC was not running and it distinguishes, it 
progresses to (step S206; No) and step S209. When the enemy car EC was running and it 
distinguishes, it progresses to (step S206; Yes) and step S207. 

[0084] At step S207, based on the address value which subtracted the start address of 
10 record data area 108b, one of the playback data contained in playback data area 108c is 
specified, and the contents are stored in the actuation information buffer 1701 from the 
"pointer" of the actuation information buffer 1701, and the start address of playback data 
area 108c. Moreover, at step S207, the data indicating an enemy car EC are set as the 
"actuation information table information" on the actuation information buffer 1701. At the 
15 following step S208, migration processing of an enemy car EC is performed based on the 
contents of the actuation information buffer 1701. Playback data 108cl-108cn has structure 
equivalent to the record data 108bl shown in drawing 8 , and step S208 has the same 
processing step as step S205. 

[0085] At step S209, the "total time amount" of the time amount table 1801 and 
20 "circumference time amount", and time amount about particulars ability are clocked. The 
item of the time amount table 1801 is updated whenever step S209 is performed, and the 
exact time amount based on a time amount table is displayed on a screen. Moreover, 
whenever the time amount about particulars ability also performs step S209, it is updated 
and the display is performed based on the updated time amount. 
25 [0086] At step S210, processing for displaying a course, a vehicle, time amount, etc. on an 
image display device 201 is performed. At the following step S211, processing for making 
the music and the sound effect in a game output to a loudspeaker 204 is performed. 
Ball-race game termination is distinguished at the following step 212. The self- vehicle PC 
distinguishes a course as the ball-race game was completed when going the number of the 
30 convention circumference around (step S212; Yes), and it progresses to step S213. While 
the self-vehicle PC is not going the number course of the convention circumference around, 
after the ball-race game is not completed, it distinguishes (step S212; No), and progresses 
to step S214. 

[0087] At step S213, it processes based on a time amount table. First, from the "fastest 
35 circumference time amount" of the header 108c0 stored in playback data area 108c, the 
"circumference time amount" of the time amount table 1801 sets "circumference time 
amount" as the "fastest circumference time amount", when small. The shortest time amount 
is updated by the thing of this player among the time amount which that a viewing area 
1009 runs 1 round took by this. Moreover, from the "fastest total time amount" of a header 
40 108c0, when the "total time amount" of the time amount table 1801 is smaller, "the total 
time amount" is set as "the fastest total time amount." Then, the total time amount 
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concerning running the number of the convention circumference of a viewing area 1008 is 
updated by the thing of this player. Moreover, when the total time amount is updated, the 
data except the header 108b0 of stored data field 108b are stored in playback data area 108c, 
and the "vehicle information" on the transit information table 1601 and "particulars ability 
5 information" are stored in the "vehicle information" on a header 108c0, and "particulars 
ability information", respectively. At this time, transit of an enemy car EC is updated 
whenever a player takes out the number of the convention circumference with short time 
amount, and those contents of transit become the same as that of the thing of a player. 
[0088] Moreover, at step S213, when the total time amount, circumference time amount, or 

10 both sides is updated, playback data area 108c is recorded on the field corresponding to the 
course it ran this time [ of a memory card 500 ]. Data flow with record data area 108b in 
RAM108, playback data area 108c, and each playback data area in a memory card 500 is 
shown in drawing 9 . However, since the header 108b0 of stored data field 108b is for 
doubling playback data area 108c and area size, in the data flow by 901, data other than 

15 header 108b0 shall be transmitted. According to such processing, by recording playback 
data on a memory card 500, even if it turns OFF the power source of game equipment 2 and 
the playback data in RAM 108 are lost, they can use from a memory card 500 at the next 
play, being able to read playback data. 

[0089] In order to prevent the execution time changing at step S214 whenever the number 
20 of steps performed by branching of conditional judgment changes and it carries out a loop 
formation when a program is performed, time amount is clocked with the timer built in 
CPU101, and timing is adjusted so that a program can be performed a fixed period. If 
timing is adjusted at step S214 so that it may become a fixed period, it will return to step 
S202. 

25 [0090] As explained above, in the ball-race game of the gestalt of this operation, the 
actuation input of a player can be serially recorded from the time of ball-race initiation, and 
the recorded data can be used for transit of the enemy car EC when playing after next time. 
Since an enemy car EC can run the same contents as the player carried out with the data 
recorded without making the amount of data increase, a player can compete with the enemy 

30 car EC in which themselves according to the ability and ability were equal. 

[0091] Furthermore, if a player defeats an enemy car EC, the data for running the data of 
the contents which this player operated an enemy car EC will be updated. Since an enemy 
car EC can be gradually strengthened, without making the amount of data to record 
increase according to such processing as the ability of a player becomes high, since the 

35 enemy car EC which serves as a rival is not in the high player of ability, either, a game 
cannot be enjoyed, tonus and whenever [ agitation ] cannot be raised, but the fault that the 
continued game play cannot be urged is also lost. 

[0092] Moreover, since the data which are the contents which the player for making it run 
an enemy car EC operated are recorded on a memory card 500, data are exchanged by the 
40 memory card by friends, and they can perform a coincidence play in false. 

[0093] This invention is not restricted to the gestalt of the above-mentioned operation, but 
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various deformation and application are possible for it. Hereafter, the strange gestalt of the 
gestalt of the above-mentioned operation applicable to this invention is explained. 
[0094] With the gestalt of the above-mentioned operation, the actuation input of a player 
was recorded serially, and when results better than the data used for transit of an enemy car 
5 EC were achieved, the player had updated the data of the contents which carried out the 
actuation input this time as data which make it run an enemy car EC. However, it leaves 
more than one, without updating, and if it enables it to choose whether it runs with the 
enemy car EC which used which data when performing a ball-race game, the degree of 
freedom of a player will spread. When two or more players play a ball-race game using one 

10 game equipment at this time and the low player of ability plays after the high player of 
ability, the fault that the low player of ability cannot win the enemy car EC it runs with the 
data of the contents which the high player of ability operated is produced. However, it 
leaves the contents which specified one in two or more players, and operated him for every 
player of the, and if it enables it to use it when a ball-race game is performed, even when 

15 two or more players will play a ball-race game using one game equipment, it can compete 
with the enemy car EC which suited its ability for every player. 

[0095] With the gestalt of the above-mentioned operation, although the ball-race game is 
performed by a total of two sets, the self-vehicle PC and an enemy car EC, an enemy car 
EC can apply this invention also to the game which appears two or more sets. In this case, 

20 if the field about RAM 108 and the playback data of a memory card 500 is increased in the 
number of the enemy cars EC in which it is made to appear and for example, the enemy car 
EC is made to carry out the number part loop formation of the processing part of steps S206, 
S207, and S208 to it further, two or more enemy cars EC and players can compete. 
Moreover, the data used for transit of an enemy car EC at this time may be the order whose 

25 results of the inside which carried out the past play were good, and its player is random and 
may choose them. At this time, a player can enjoy the competition with two or more enemy 
cars EC which became tense. 

[0096] Moreover, when [ the data which are the contents which the player for making it run 
an enemy car EC operated / which it is recorded on a memory card 500, and data are 

30 exchanged by the memory card by friends, and can perform a coincidence play in false ] 
there is a merit difference mutually but, it is also considered that a game becomes boring. 
Then, if you may enable it to attach a handicap to an enemy car EC, for example, the time 
amount self-vehicle PC or enemy car EC of arbitration is delayed and it enables it to start, 
players with a merit difference can exchange data and they can play happily. 

35 [0097] Furthermore, in a game which two or more players enjoy by the network, when it 
plays to coincidence in Japan and the U.S. and one side is time amount, such as midnight or 
early morning, because of time difference since all the members 1 players which participate 
in a game must be playing to coincidence for example, a burden will be placed on a player. 
However, according to this game equipment, a coincidence play is possible in false by 

40 exchanging actuation information, and a player can enjoy a game in the time zone suitable 
for itself at this time. 
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[0098] The gestalt of the above-mentioned operation explained the case where this 
invention was applied to the ball-race game with which the self-vehicle PC which a player 
operates, and the enemy car EC it runs based on the data which are the contents which the 
player operated compete. However, not only the ball-race game with which a vehicle 
5 competes but a player can perform an actuation input, and this invention can apply it to all 
the kinds in which the actuation object displayed on a screen according to it operates of 
game. 

[0099] With the gestalt of the above-mentioned operation, as for this invention, this 
invention may be used for a personal computer, an arcade game machine, etc., although the 

10 home video game machine was explained about the case where it realizes as a platform. 

[0100] With the gestalt of the above-mentioned operation, CD-ROM3 should be distributed 
to the program for realizing this invention as a medium. However, the program for realizing 
this invention may be stored in the information record medium which can computer read 
[ other ] a magnetic disk, a ROM card, etc., and may be distributed. Moreover, it may 

15 pre-install in the magnetic disk drive of the system by which this invention is applied, and 
you may distribute. Or it may be made to record on the magnetic disk with which a Web 
server is equipped with the program for realizing this invention, and you may distribute 
through the Internet. 
[0101] 

20 [Effect of the Invention] As explained above, according to this invention, it becomes 
possible to operate an enemy car EC using the actuation input which recorded serially the 
actuation input of the player to the self-vehicle PC, and was recorded, without making the 
amount of data increase. 



25 DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 11 It is drawing showing the whole game equipment configuration in the 1st 
example. 

30 HDrawing 21 It is the block diagram showing the circuitry of the game equipment of 
drawing 1 . 

[Drawing 3] It is drawing showing the carbon button arranged at the actuation pad 
removable to the game equipment of drawing 1 which performs an actuation input in 
analog. 

35 [Drawing 4] It is drawing showing the carbon button arranged at the actuation pad 
removable to the game equipment of drawing 1 which performs an actuation input in digital 
one. 

[Drawing 51 It is the mimetic diagram showing the various data areas memorized by RAM 
in the gestalt of operation of this invention. 
40 [Drawing 61 It is the mimetic diagram showing the header, record data, and playback data 
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which are memorized by RAM in the gestalt of operation of this invention. 

[Drawing 71 It is drawing showing the header memorized by RAM in the gestalt of 

operation of this invention. 

fDrawing 8] It is drawing showing the record data and playback data which are memorized 
5 by RAM in the gestalt of operation of this invention. 

[Drawing 9] It is the mimetic diagram showing the data flow of RAM and a memory card 
in the gestalt of operation of this invention. 

fDrawing 10] It is drawing showing the example of a display of the game applied to the 
gestalt of operation of this invention. 
10 fDrawing 111 It is drawing showing the example of a display of the game applied to the 
gestalt of operation of this invention. 

fDrawing 121 It is the mimetic diagram showing the ball-race course in the gestalt of 
operation of this invention. 

[Drawing 13] It is the mimetic diagram showing the ball-race course and processing block 
15 in a gestalt in operation of this invention. 

fDrawing 141 It is drawing showing the vehicle engine-performance table memorized by 
RAM in the gestalt of operation of this invention. 

fDrawing 151 It is drawing showing the particulars ability table memorized by RAM in the 
gestalt of operation of this invention. 
20 fDrawing 161 It is drawing showing the transit information table memorized by RAM in the 
gestalt of operation of this invention. 

fDrawing 171 It is drawing showing the actuation information buffer memorized by RAM 
in the gestalt of operation of this invention. 

fDrawing 181 It is drawing showing the time amount table memorized by RAM in the 
25 gestalt of operation of this invention. 

fDrawing 19] It is the mimetic diagram showing migration of the vehicle in the gestalt of 
operation of this invention. 

fDrawing 20] It is the mimetic diagram showing migration of the vehicle in the gestalt of 
operation of this invention. 
30 fDrawing 211 It is the flow chart which shows processing of the main routine in the gestalt 
of operation of this invention. 

fDrawing 221 It is the flow chart which shows the ball-race game processing in the gestalt 
of operation of this invention. 

fDrawing 231 It is the flow chart which shows the ball-race game processing in the gestalt 
35 of operation of this invention. 

fDrawing 241 It is the flow chart in the gestalt of operation of this invention which shows 
input reception processing. 

fDrawing 251 It is the flow chart in the gestalt of operation of this invention which shows 
input reception processing. 
40 fDrawing 261 It is the flow chart in the gestalt of operation of this invention which shows 
migration processing of a vehicle. 
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rDrawing 271 It is the flow chart in the gestalt of operation of this invention which shows 
migration processing of a vehicle. 

[Drawing 281 It is the flow chart in the gestalt of operation of this invention which shows 
migration processing of a vehicle. 
5 [Description of Notations] 

108 RAM 108B Record Data Area 
108b0 Header 108bl Record data 
108c Playback data area 108c0 Header 
108cl Playback data 



[Translation done.] 
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7Atf-^(C±0, AV|U*812 0 0fclWWI** 
«ktf**fi^©lHA£fT-5. y-A*g##2«, CD- 

**;wy 1 1 SflKfcft©:*— ^>#^>1 2. y-A 
«*#2©**OA0«)0*ff'5««#^>l 3. y- 
A«*#2£'J-fe«;/ hT*»J-fev h#*>l 4£ffi;l 
S. 3Efc, y— A«*#2ICtt, T^PyffHCjflf^ATJ 
*ff 5«fls/^y K 3 0 0 Sfctt^S^-fcttKlUMeAa* 

ffiiffMf F4oo, *±tf«y*-p5ooa«i 30 

[0 0 16] CD -ROM 3 tt, E©*lfi©»*-C*iK 

snsu— xy— A*ff actjftnTttt&s^ny^A 

Si^MUTV^o CD-ROM3H y— At£##:2© 

y-cx^^y 1 1 icjMrsns. cd-rom3ic^ 
ttb^s^ny^Ajay— A***2Tftfrsn. - 

© y P y 7 A \Z V tz ifl-o T flBE T -5 ffi g * ff 5 C £ It J: 
0, 7ynirWKt»f^A**ff"5*f^Ay h*3 0 0 £fc 
ttys?^^«HC*f^A**ff 'StifP/Xy K 4 0 0 ©A* 40 

fc«ksy-AflDj*ftsa«^ri&tfc*. 

[0 0 17] AV!ii^gi2 0 Ott, AVdr— y;H 1 

8 43±c/i 2 3*^i/Ty-A«*#2 t*i«*n, y 

J: bTJL— tft^T» 
[0 0 18] H2tt, 01©y-A«*#2©@!S#|« 

tf, CPU (Central Processing Unit ; **S*J5$as 
10 1, H&y— i'^T'otyirl 0 3, 
y-^#^x>-^> 1 0 4, ROM (Read Only Memor 50 
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y) 10 6, RAM (Random Access Memory) 10 8, 
SarW7ffl'f>?-7i-Xl 1 0, 
H12. v"J7M-M14, ItffilJilT'Dt 
yU-1 1 6, M*^?r77>tU 12 0, #^S*5a 
ayp-fey-tJ-1 2 1 , fMAy77>l ; EU12 5. 5 s 
P-yi 2 6, Ay77^U 13 0, CD — ROM H 

7^7*1 3 1 &£zfwm : r/^ >?-yx.—x 1 

3 3S:i^TV^. 

[0 0 19] CPU1 0 1, x— ^#3ix>i?>l 0 
4, ROM10 6, RAMI 0 8, ISfA-fXffl-O 
^-7x-7,110, /^7l/W-Ml2, s sVT)V 
Ml 4, ISii»i7 I nt7tl 1 6. gjzm 

£.mwzfu-tyy-i 2 1, x3-yi 2 6i5±t>*®«y 

A-fXffl-f>^-7i-7,13 3lt /UlOOS^rb 
[0 0 2 0] CPU10 1H RAMI 0 8\Z&&}2n 

xv^»57D-5 i t- Kcsti'- xy— A©y 

frr&^fiMrr&58s»ECch^T&fc©£je-r < , * 
fe> cpuioin rami o 8 fd^^nxv^y 

2>„ RAM 1 0 8 «, A7, 10 9 §jM,T/tX 1 0 0 £ 

[0 0 2 1] ISf-?4(R7'Pt'^10 3ll CP 
Ul 0 1 tD-*;WU 1 0 2T8«Stlfc37"Dt'y 
H^TcHig&JSK&ttSCPUl 0 1©*!!35 
CPUl 0 1 iM^JT^ b)V 

[0 0 2 2] y-*#«X>-;»l 0 4te, i£DCT 
(Discrete Cosine Transform ; i§l$iP-tM >^&) St 
SSrUffT^fe©-?, CD-ROM3*^^aib'5lBg 
ft: J PEG (Joint Photographic Expert Group) -^M 
PEG (Moving Picture Expert Group) &£:©7jS;T- 

ffist^nxv^y— ^s#it5.. cd-roms*^ 

V>-S<. y— *#Kx>S?> 10 4H, A*X 10 5 ZftV 

t;u ioo fc««snTv»*. 

[0 0 2 3] ROM10 6ICI1 *f — K*8&J$-fc 2 iCF^j^ 

^nTv^-5=&^g€r?a^w^^5 7i«e)©s*wft:ypy 

5AT&50S (Operating System) ^t^nx^O, 
CPUl 0 1 Ktmigi^ > 1 3Sfctt'J-fey h#*>l 
4fc±*U'fcy h (reset ) *<fT*5*l7£«1t0©t*c®T- 
«, O S {C»cfV^xy-Aa** 2 ©jgi&ipffli, 
IJRAM1 0 8©affl(fc1»CD-ROM3*^07'oy 
5 Ay— ^©K^-aib^fT^. ROM10 6I1 A*7.1 
0 7 £:frLT7\*X 10 0 Krgg&£*lT^-5. 
[0 0 2 4] Mjar^HXffl-f >^-7i-X 110 
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0ii*«IB36»6«lJ*3*l*. A5WM«— M 1 214, 

fl»«a*i»riifr*fc»#- nt**. asa^A^xflK > 

^-7x-X 110 H/U 111. A^ WU#— Ml 
2 14AX 113. y'J M 14 1 1 5 

t. -5-n-ehAx ioo icsiasnT^So 

[00 2 5] milffll^nt ylf 1 1 6 II D-*> 

juaxi i gTHMA-y^r^u i 2 otgs^n 10 

T430. AX 10 0 £14AX 117 ^tTgl^nt 

v»*. ^bx. i«s*8g2on;n ^mm^^m 
ATSfcj&ojt^i^iA*^ 1 1 8Tgi^nr^5, a& 

fiSH^ia^D-fey-tH 1 614. IllA'^r^t'J 1 
2 0 {'CPU 1 0 1 O^^^S^^^^^-f -y^SS 

au mwvTtwM&ttHnrtx 1 1 s^ttits 

12 014, y^fctta-r-S&J&OMMl^'JT 

*0. u :i:libfelf *f ros iit^gl2 o 
lCS^uim^. 20 
[0 0 2 6] SW4®l7'nt7tl 2 1 14. 0-£ 
JWUl 2 4Tf^fflA777^ : 6'J 1 2 5i»«3ft 
T430. AX 10 0 tteAX 1 2 2$^lTSSSnT 
<^3. fLT, T>y2 0 2fC«. ***>3»***-&tf 

SM^sia^j-rifcaixoM-^rti;^ 1 2 3T»i^n 

TV>5. fW4fll^ntyfl 2 114. *J»JB/ty 
^t^^EU 1 2 5 rtOADP CM (Adaptive Different 
ial Pulse Code Modulation) f-^Sfiltb. IS^: 

Si^ntfPfl^H H"7j[5i;U 1 2 3^L7>7" 30 

2 0 2^Sie>n. 7>72 0 2t/U2 0 3Tg^Sn 

^xtr-* 2 o 4*^s^^n?>„ 

[0 0 2 7] CD-ROMK^yniH CD-R 
OM3^IlU CD - ROM 3 II^^nTHSf- 
*ftW*Ut*. WMRSftfcT*— AX 132^ 

itrn-yi 2 6-vji6n^. ^3—^i 2 6«, m 

^tlTtfcf-^Sf3-Ht, ADP CMf-^^f 
M/l'^r^Uns^, CPUl0l©7'a^7 
A^77^y7r-^^RAM10 8'\, AX 1 2 7 
frSAX 1 0 0£:ft-LT(Ejfr£>,> A777^tU 1 3 40 
01:114, gMMcDx-^D-TJ^AX 12 9 4^UT 

[0 0 2 8] ilftxA-f Xfflf — !7x — X 133 
14, y-A«*^21C»JKorill;S*^n^^A-y K 

3 0 0 £*:14Jtf£A 7K4 0 0, 43 J:tf* ^'JA-H 5 

ootcpuioi troFei©^— ^©gl^wts. 

MfmXfflO^- — X 1 3 314, CPU 10 
1 i;U 1 3 4A>b/U 1 0 O^bTSi^n, gf£ 
A>y H 3 0 0 $ft:KUBfls/Xy h'4 0 0 £14AX 135$ 
tf-bT, -*^EU2i- K 5 0 0 tteAX 1 3 6 -&^LTM 50 
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[0 0 2 9] S3 (a) . (b) 14, ttft£/tyK3 0 0 

©»««5R-rBT**. mftny no on. 7Kt 

(Dgfl:i?TCPUl 0 1 l3^£#*.57c&cT)A73 
£BTa&-5. g^?K3 0 0H 7.^-H^>30 
1, •tl/i' h#?>3 0 2, 7:J-D£^E— KX'f y^3 
0 3. L7y7 , ^>3 11, Ly>7>^>3 12, 
Ll/7h^>313. L7-fh^>3 14, R7-y 
7"^>3 2 1. R^>#?>3 2 2, Rl/7l-*^ 
>3 2 3. R7-fh^>3 24, £fflll^>3 3 
1. £ffl!2t^>3 3 2, ;&«*1#*>3 4 1. * 
«S2#^>342, £Xf-Y7^3 5 1, SXf-< 7 
i7 3 5 2 

[0030] 7>^-h#^>3 o ii4, y—Atrnte? 

SfcfcCDtf^T&S. Ll^37 h#^>3 1 314, 3 — 

X±TCDl|r©fti*£;£lC^XT3fca6©*;J' 

L5-f K#^>3 14ll 3— XJiT?ro*(D(Sj#$*lr 

^M-r^>fc«e>©#^>Tfe-5o R^>^>3 2 2 

3. EAT. R^"7>^>3 2 2^7*l/-^>3 2 
2tt^ RbX N#^>3 2 314, *£ira^£l*5>t 
fcCD^^T&S. EHF, RU7 h<$5>>3 2 3 £7^7 
-fc;M^ > 3 2 3 fr^. 1 > 3 3 1 14. $> 

3 1 *4«Mtte#*>3 3 1 tt5. -feU? h#*>3 
0 2. L777"#?>3 11 1 L^>^>3 12, 
R777"*^>3 2 1. R^-f h#?>3 2 4. 
2^>3 3 2, ftmf&l tf?>3 4 1 . *(W»2^^ 
> 3 4 2 , 3EX^-C v 9 3 5 1 43 iiLfc&X-TV >y * 3 5 
214fie/8LftV\, 

[0 0 3 1 ] T^P^-h'X-f-y^S 0 314. t^A 
•y h*3 0 014««gO«J0#^.S:fT^fcJe)W^^>Tafe 
So ^ffi^«J0#^^nfct#, feX^-fyi7 3 5 1 1C 
«tt), Lk7f^>3 13, L^-f h#?>3 1 4 CD 

A>y K 3 0 0 li^COi^^tglrJiSo 
[0 0 3 2] X^-h#5'>3 0 114, y-A£Pl$6T 
SJt&CDtf^T&S,, :7V- *tf?>3 2 214. *1C 

-feJl^^>3 2 314, **lraji$-l±S7c*©#^>T$. 
3. #«tt^^>3 3 114, SS^^nfcStH, * 

Ta&^o ^x-^-r yi? 3 5 1 14, ^^<«it-5 tP-x± 
CD*(Dr6j#£SEl;r. £p-X Jt©*C9[S]#£ 

*l:. <@^lC^DT(ol^$^jETSfc8?)<Dt)(DTfe 
•So -fe b£7 h tf? > 3 0 2 . LT-y > 3 1 1 , L 

y>?>^>3 12, Ll/7^>313, L7-fh 
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^>314, R7y^>3 2 1. R^-f h#^> 
3 2 4, £{1I1S(§ 2 > 3 3 2 , fiffigl^>3 4 
1. *ffll^2#^>3 4 2*5 £#£7.5^ vi?3 5 2U 

[0 0 3 3] I34te, g#A7 H 4 0 0 ©^gB£^-T0 
T-fe^o tff^yH4 0 0.tt. ^KircD^fCctoT 
CPU1 0 1 K^£#;L&fci6©A:*JgMTa&£„ ^ 
f£/W K4 0 h#*>4 0 1, ±Ui7 btf 

?>4 0 2. L7y^#*>4 11, L4?$>#9>4 
1 2, L 1/7 h#?>4 1 3, L7i" h#^>4 1 4, 10 
R72/7*^>4 2L Ry7>*^>4 2 2, RU7 
h#^>4 2 3, R^h#^>4 2 4, fefflUm 1 
>431, £{B!1S(I2#^>4 3 2, s&«»l#i'>4 4 
1. *(I!III2#^>4 4 2*ffiAZo 

[0034] 7.^-h^^>4 o in. y-Ji&mte-r 

LM h^^>4 1 4tt, n— X_hT©*t©|Sl#£;&t~ 
*JE"r*fc»©#^>T»S. R^9>^>4 2 2 

5. £TF. R^ rr 7>^^>4 2 2 £7V— *#^>4 2 

2t-rz>. Ri/7h**i'>4 2 3ii m*mmzitz>rz. 

J^©^ o £TF, Rl/7h#^>42 3^77 

ir;i/#^>4 2 3 i-r*. fe{Hmi5}?^>4 3 1H * 

i»0*U«c<tt*4#f|Ea:J»ilt**6n* TOftttflBj £ 

3 1 S*K*tttBsl«^>4 3 1 tf5. h^^>4 

0 2, L77^>4 1L L^"i7>#^>4 1 2. 
R77^>4 2 1, R7-fh^>424, fcfiO* 30 
2^>4 3 2, *«J6l#*>4 4 1> ^^2^^ 
>4 4 2te&fflb&l^„ 

[0 0 3 5] y^U*— F5 0 OH fc<hA«7^-v-> 
fC<J:-pT#il££n, CPU1 0 1 CiORAM 

1 0 8 _t©ffit©fS^, CD-ROM3i^l*tBb 

5 o ortc^$nn^T-^«, cpui 

Xffi-f >?-7i-X 13 3 i&^bT^ai^nfcx— 

RAM10 8l;^tl5. 40 
[0 0 3 6] £AT\ y— AOfcftfCCPUl 0 1 K«fc9 
CD-ROMSiSitf^U*!- K 5 0 0 "bSE^-ft!;* 
tl, RAM 1 0 8 ICrtl:^^tl5T-^l:^^T, 0 

[0 0 3 7] i6H RAMI 0 8©^T-5, fSS^— 
108bt, nik^-5>mt$, 10 8c SfiMUCa* 

0 8bll Ayy-108b0t, IBfii-x— 9 1 0 8 b 

♦ PCf^TS^^Wg^ATjIIISgWu gSSx-^ 50 
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1 0 8 b 1 KIE«kSn*. 0TSO^K*«iSt5t, * 

ne»5*-* i o 8 b 2 izmttAtjmmt&mznz. 

[0 0 3 8] H^-^ffi^l 08cH sw?— 1 0 
8c0t, ?f 108cl~108cn £Wr 

5. U-XH^it^H, n*E^-5> 1 0 8 c 1 iZ&-3^ 

T«*Ec*jfeffs-&affla36«fTton*. 3fS©WF B w 

SJSL. ^©^S^ff 5 tfllH S^-* 10 8c 
2£ffiUTfr5. Z\<D£5\Z. U-X<P\$. Mil^WJC 

[0 0 3 9] Z.<D£o\Z. KmT-*£.n±T-*1fiW 
D*B*Jffe. iefi^-*KiE®$nTV><^A7J© 

Iil08c fcCSU nZLT-ZfflS. 108c 
iS'fcJBViTiWE C ifC. -7°W^©t£ 

[0 0 4 0] 01 OH d©*Sg©^^*V^T^^$ 

na^— AH«©«sjs-rHT*s. *^«^i o o i 

trttl/— Xn-7A«, 3j7S«^l 0 0 2l:ll|*PC*i 

»*£*as. a^««i o i o fcfi*©4#fttti&*«-r 

T-f n >, 10 11 Kttlf ftttlBy— 5? 10 1 

i atm^n*. 004 Mfemmwc 

taaE©H@»*tawsn*. «^^i o o 5tc«^ 

fr^Wi6UT*^©^ra, *jf:£gi£l 0 0 6, 10 0 
7 ICteJllHltfcKttJ&bfc 1 ^rt©^B#PBl*t*^$n 

mmmmi o o stew, »je«HR*jfefT"r*«>K: 

ft ft -o fc*g«MBJ© 5 *. . « t) fi* r? P#Rg**S7K 2 tl 
5. S^^l 0 0 9tC«, 1 JfT&©K:a^o#:;£fr 

1 0 0 3>C«, n— X<£S8/jNL-*:iffi0/&*^$ru %0 
[0 04 1] 111(1 d©*Jg©^f3^ViT, 

p c tiS:#E c t-ftmmzikft 
-AH«©^^^-r0Tr*^>o *^««i i o icn 

S$?^tlfc**^*$n, S^«l«l 10 2lC«^*E 

t/fl4f-^tf)rttl:ioT, «^®^i l o l tl l 

0 2 ©IS®±T©^M«^{b-r2)o ^U-f iT«gi*EC 

0 ^ < j£fTT^ ^5 J; 5 \Ztt -5. 
[0042] j^t, <or— &mm 1 »C*5^T»f^-r 

±D, **EC*j6ffS-&*Jlt©Tr#*y— A»COV^ 
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[0 0 4 3] £TF©ifc93TC P U 1 0 1 i>mfft 

•SfflStett. *»KttCPUl 0 lfi^CDHiS^-^* 
^□t7*10 3, JUHx/W *m-1>?-73L-Z. 

iio, ■fiswas^n-tytM i 6, **n£iaa 

7Dt->tl2 1> IIf/H^l-f>^-7i-Xl 

3 3***ffra«i3it>*snTv»*>i)©t-r*. 

CD-ROM3 1;M$nTl-^§lf-^li< *(^fC 

BCPUl 0 1©«»(DT. 7n^7Al;bfc)lbftj5i 
aojHfrttSK:«UTJB*C D - R OM 3 <bSt^iii£ 
n, RAMI 0 8tCte2l$n^/&i> cd-roms*6 10 
l*-ffiSn^if-^©RAMl 0 8^<D&m. 

2 6*iti!CD-ROMH7-f7l 3 1 (DWbmz 

Ktttiff^y H3 0 0iJ«tSntt>5t>©tt5. 
[0 0 4 4] V— *y-A£ff 5 ^Ktlt * 

-y>#^ > 1 2 * if iTf-f X i?*^^ 1 1&B8 
#, CD — ROM 3 ^y-ASi 1 ©CD — ROM 

mm&*7ft*>*>\zTz>*K *5witi!!«*>sn 20 

i^TCD-ROM3^f.l/-X>"-A©^D^7A 
#RAM1 0 8'o^n^5AS«l 0 8 a l:EE*&£ 

n, H2 i*»6H2 4ic*-r«ia**Bi*fisn-5. 

[0 0 4 5] U-xy-AdD^D^JACtSjaiT? 
tt, £?\ CD — ROM 3fr i =>*f—JA\ZWT : & ; T—-9%: 
«t*ttiU RAM 10 8 IClS-lfriT-S Urv^SlO 
1) . RAM10 8(t ®5\Zm-?£o\Z. -fuif^L, 
««10 8a> IB»^-^«^1 0 8 b, W^-^fl 
^10 8c, 3-Xf-^ffi«10 8d. *f-^It 30 
1 0 8 e, ^(DfaT-Zm.iS.l 0 8 f ft 
[0 0 4 6] n-X^-^m«l 0 8 d fctt, U'— XV 

s,s©igf-?^, f— a* ics^^n-s^©^- 

*&<!:7m$£n5. 40 
[0 0 4 7] *^-^««l 0 8 efCte, *©^g:fe<J; 

tt, fctA.it. »ttif-^H4 0 1^ttffif- 
^;H5 0 1*»*5. B14(t *ttlx-7;H4 0 

l^tiTsi.. 51c. *ttii7— yjn 

[0 0 4 8] fJnJifflj «. 7^-tr^7K^>3 2 3**l¥ 50 
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*tttB*, rfttigg2j tt, 75"fe^#^> 

3 2 3*±«^k— *#^>3 2 2 36«JfT*nTV»ftV» 

JM**>3 2 3$WTb^:t^fC±#-r^^S(D±^tt 

«&«Afcv>.fc3fcffl3a*fTtons. r 3 -^-u>y 

Mj *©KEEIttlB**U. Lief t*-313. 
Lr ight^-314, SfcliST.^-^ y ? 3 5 1 £ 

±3*ffrWrton, *a>nie£XJETS£e£jBv>&n 

WfcfflVisn*»«T?*5. laic^r^-pfCs *©as'j 
i «#tttg^-:7*;u 1401, * 2 Kt*tttt7— 1 

4 0 2, <C3tt#ttlB7~ -f)Vl 4 0 3 -ttl 

y— A«f>©i*PC;6J:tftt*EC©j£frtt» £©*& 
^;u*#ih bTff ton*. 

[0 0 4 9] **J6©»*"Ctt, *f£A#K:ti£J*fciir 

0, fctAH ««jtft©l 2 0/1— tr>h*T— Sic 
AMU -jeiSIH*©»£T:£frT* 

WPIB ffi * J»«BSffi©» » & S WS: < & * 3? + > ^ *» » 
5. 01 5tt, Hftttffir-^SStBTSbS. Z.(D 
HtewTi'Sfc. *»ttlBT— y;n 5 0 l K»*sn 

[0050] a^mai oil fc^$n-5#»ttny 

-ylOllaW-lOllbll 1^— 
WFIBK:*i;T«j»tt«y-^l 0 11 a<£>a§i£-C#tf 
S. r«^^(fr«r|Bjj A-l o 1 1 biMfrtfSSSK 
?r*T©:«T^*„ /\*-l 0 11 b3&t*»tt|gy-5?l 
0 1 1 a©*ST#tfTH*£#. »*ttlB#^>3 3 

«»r*t, #actttgy— ^i on a*o>/\*-i o 1 

lbU, U-^y— AIMft«rtRIli<«t>fi^««K:tt 
0, mfiKilB$IBfc«CT#tfT.V><. rj»*«*«f 

[0 0 5 1] -eCDffi^— 1 0 8 f Id&ijftSnSfc 

mm^-zfjn 6oi, »f^flMB*-i«*ttb*©3tfT 

l:ffl^5MW777i 7 0 1, 4*— AfottM® 
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m)&*mm-?z>mfflT-7)i> 1 s o 1 a<&3 0 ii6 

te. jfefr1»«7— 6 0 1 ^1-0^5. 
TJ:-5K:. *ff*«T— 6 0 1 ClSJtiTt^ 

[0 0 5 2] r*itflu jttttB^-^ufcfcarr* 
m^fto* r&aj , r^j , r^ftj jmjLfc 

©^gT&O. n — X±©g*PC43j;UCet*EC<Da 
«E©ffi«tlSlV»TV»**lSltt. t r^faj fcjfc* 

[0 0 5 3] 017H »flM**/ty 771701^ 
tET^5. 8#iSA'j7r 17 0 1 £14, Sff^y 
K 3 0 Oa^CDATJ^— ^. Jfc(SS4T-^t«10 
8 cox— ^3&*— Wf*|ft*n. *05feffWr©fflafc46« 30 

an*. ikffflnsn^77 1 7 0 lic^-r 

«MB/b7T 17 0 1 ©^SICll r jfeff ^ 

5^j . m¥k&&7 5>f) teJzit t#4>9i 

[0 0 5 41 rjgffUMlT— ^M«BJ HU *ff*Ml7- 

*frtt«^-y;H 6 0 l*»B8T*J:3KKSanT 40 
v>&*£ict4, ^ff*ffi^-^JH 6 0 1 KS^T. 

■XJEefrfrV a*****?**?-— :/JP 16 0 1 fctttffi 
jjtd-ofetZU roj tc, 7-ru#\titd-3fr£%\t 

rij fcft*. r5*5?^;mMBj CD rS77i/j »4, 5 s 
S^JV-ATJT&SL 1 e f t*— 3 1 3 \Z& Q&^tt 
l*J»*a«?T*>ttifc£*K:, Tfi^^^j ttLright 50 
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i7 3 5 1 KJ:0#fo»**«7±ndfA*TfTton;fcfc* 

t*W>3 2 3. ^U-^77^ H 7l/-+# 

* > 3 2 2 . r#^ttfg7 7 tt, #^ttH^^ > 3 
3 1 (r*f^bT43 0. #^>a*i«rF2n2r<!:t*it r l j 

fc^^^^^Tfe*. £©£?!;:. jmsoaijay— 

x.«Ti7-t;^^>3 2 3**¥TUfc»«&. *^©*W 

*. r#-f>^j a, ESf-^SIE10 8b, 

* J: 1*11*5*— *««1 0 8 cmDt- *©*&*fi3:;£14 

[0 0 5 5] 0 1 8 14, ^P]^— ^ 1801 @ 

n#ra^->on 8 o i*4, m^mmi 0 0 51: 
006. i o o 7iz&m2tiz>miBiS;\ztti&vftimz: 

rsgntraj &J:tf rMBB»nij at&So Ofumfraj 14 

[0 0 5 6] ragftKj t4. U— ^*M*6UT*i6«iB 
T2^gj ©3SSt4^lsI^:{C*fj£:L.T43D. lfllOi 

^14 rHHnnj rijfgj . 2HB©t*»4 r^HBt 

[0 0 5 7] ^-^©St^^-^TbfcS, 94 h)V 
H@©^^t. ^^H®©*^?:. X^-h5i?^>3 0 
lteJ=*A**«***TXSf=liDjS-r Uf77"S 1 
0 2) . 7.*— h#^>3 0 l©A***afeofc«^14 

Uf5>7"Slfl3) . 94 h^affi^fctt^HB© 
***>f»fb, 7sfy7"S 1 0 4©*©K3fe^Jitf. 

[0 0 5 8] 7T77"S10 4TH -V14*ttfg 

[0 0 5 9] ^©XT7^S10 5Ttt, -?V4\\$.¥f 

&il©+a>5. yys i o 4Ti«tfc<titt)fit 

[0 0 6 0] ^f77"S 1 0 6T14. :7*W-W4ggc« 

«&-5^fT3— x©^*^. ^-rnA^i-PSrs^-r^o 

3— -?-©t-^S:CD-ROM3^ 
e>SS*aib. RAM108O3-Xf-*««108c 
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'MMfrts. inn n— xr-fmmi o 8 c 

12 0 1 t^btii^n^o Z.(D^otiifyy^ y 

3-X*tl30 1ti-X«ii 3 0 2^ 10 
JfcttWSttXl^-5. 3-^f«13 0 1tt^57^7i' 
X-^, 3-Xffiffgl 3 0 2(JKif-^T*^ 3- 

^UMBl 3 0 2fc^-r«k-5k:. 
[0 0 6 1] %.<DZ>7 L vyS 1 0 Xry^S 1 

5 o o ictB^^nxv^^wfijsj^ff -5. tzmztix^ 20 

*fc«Mbfc»&W: (Xf'^S 1 0 7 ; Ye s) , X 
fy^S 1 0 8^*tr. 

[0 0 6 2] X^yZfS 1 0 8 T*(i, X^-y^S 10 6 
XM^nfc^-^CftjfcT&^'ja-KS 0 0©5* 
S4f-^«*1 0 8 c^WtfrtiiZtlZ. 0 9 
BRAM1 0 8 t^^E'J*- K 5 0 0 t<D, <r—?(Offi 

^ nTv»*Hflfe5*-^ mm\ttwzMi&mi- *> nx& 

K>. fc<h^.tf> XryT'S 1 0 6Tl«SnfcO)!iS3- 30 
X a OTi^te, 9 0 2 fcjSf .fc^C 

^«*5 o o a©x-^^*-tu$n, m^-^mm 

10 8clCft«Sn^. 903, 904. 9 0 5 te, -t 
n-enn— Xb, n— xc, n— 7.m/WI#?£ftXV>fc 

imS'Vy^-l 0 8c OlCl^t, »*E'CK5£tf* 
ftt>l£2>tzlt»Dmi£%:ft?o @7H "\ y y — 10 8c 
0 tB«©«it**-r*^y y- 1 0 8 b 0 

^ffl0l:*ti^ i:, ^7^-1 0 8 c o 40 

\z&mtEttT^2>mstisT\t. Hummi , r#^g 

[0 0 6 3] A.^-108cOO fif-mm £ [<&W 

&mmm] tcttjfcbx^o, euote^u-f-va^u-r b 
t £ cam b it* £&&&m £jt b^-r^- * * s &#j 
£nxv>s. &$LEc<D7£n\zikftmmT- 

y y-i0 8coo rifififfgj ^j;uc r#s£fgfif$gj 50 
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T, «^Jf 0&3-x£jf [MT*©^*^^^©^ 

Xo'f, 1 0 0 8 1 0 0 9 

[0 0 6 4] Xt-^S 1 0 9Xli, ^Kti<lRb 

tH»Ttt«KKirr<5. *OXry7S 1 1 0TS, 7> 
fy^S 1 0 9T«£J1 @»©^fTT5©lt#>a>o7clit 
N, 43 J: Of 1 HjtfrT* Zl £ \zfrfr •? &l»H£*ji&r 

z>o a«ttWpiniT— y;n 8 o i K*^xff *?na. 

*fctt@©7'U-f«*tJt^X&^*«d:CD<6Via 

5t, Xr'y^S 1 0 2^Rt), f^II^ilCi'-f h 

[0 0 6 5] Xry^S 1 0 9©U-.X$&JS*, 

02 2 £fflV>Xtra-f -5. T^y^S 2 0 1 X 

^JH 8 0 1© rs^Wlj Hf BB^J © 

*EC©W-x!l»i«otO»tti, Xft. 

^>IC, 1 7 0 lO r*-f>^j fc, is 

m^-^mmi o 8 bwise^-^ io8bi £itb^ 
tttS»Sl/T*6. Biocsry-Am:*** 

[0 0 6 6] 7r«^S2 0 2m y— 2 fC 

St»snfc»^^y F30 oa>&©»flsAa*sw-tt 

I*, *fP*«Ay7r 17 0 1 C^SfibXVi*. 02 7 

r, 7f^ys3oim a* sn/tiiff 
*ift<«-3»!R:o*Kjrr«. 

[0 0 6 7] *©Xf?7'S 3 0 2T(1 £*^©7j^ 
Jt^A^ ^v'^^ATJXfe^^CDfiJSJ^fToXV^. ? 
y^;PA*T?*ofct«»lbfc«-&»4 (Xf7 7"S 3 0 
2 ; Ye s) . Xf77"S 3 0 3^jl*-v Lief 

— 31 3*«#TSnTV»**©WM*ff 5. ifT^nx 
V»*t J WSiJbfc«-&tt Uf')'7*S 3 0 3;Yes) . 

iMa/^771 7 0 1© r&y^ifj \z. rij * 

^©7,T7 7 1 S 3 0 5TH Lright^ 

- 3 1 436»ffT*nTV»**»OW»J*fT5. IfT^tlX 
l>5ifl!Jl/fti^tt Ut7 7*S 3 0 5 ; Ye s) , 
7f->7 = S 3 0 6^il*-, 7 7 17 0 1© 

r*77^j r i j *«^rs. 
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[0 0 6 8] XT5'^S 3 0 2T, "tV*? )VXf} -C:\tt3. 
V»t«»JSnfc«^*. Xx7^S 3 0 7^51*., 7 + 

£«Mbfc»£tt Uf^ys 3 0 7; No) , y-A 

4iWJUfe**f4 Uxy^S 3 0 7 ; Ye s) , 7. 
T7^S 3 0 8^I* rT^-D^A^J^^^J Id r l j 
StftTTS. X5^7"S 3 o 9Tli> ry^-nytMU 

[0 0 6 9] X^'y^S 3 1 OT'H 7 :7 -fc > 3 
2 3jW¥T3nTV»*3fo<&!fflHJ*?T3. ffT*nT^5 
£*iJBiJb£«-&« (7fyyS3 1 0 ; Ye s) , X^r 
yyS3 11^Jt*. r7/7-b^7 7^J Cl^t 
5. Xf77'S3 12TH, :7V— ^#^>3 2 2 t5*J? 

(X^yT'S 3 12 ; Ye s) . Xf^^S 3 

1 3^i*. ^-+75^ fcisBrr*. xf 

7 7S31 4TH »*ttS6#^>3 3 l*«flPT£ftT 

fy^S 3 1 4 ; Ye s) « Xfy^S 3 1 5^jt^-, 

[0 0 7 0] £©<£•??::> Xry7 F S 2 0 2t7l/-ft 
©*©i*«5fcHT*5 i -*&£TilW1M**Ay7 7' 1 7 
0 1 »C*&*ftL/fce), *©XT7 7'S 2 0 3Tttl/-xy 

-a©— m#sk&£zf— nwikommz. 

>3 0 1 KcfcOfr^d — «M*jfcte:fcoTV> 

*£*!lffjb&»#tt Uf77S2 0 3 ; Yes) . X 

2 1 4^jttr. — m&itT\$t£\,i>iip\mvrzm 

-&« (Xf7 7S 2 0 3 ; No) . Xfy^S 2 0 4^ 

Vacw |i|-Vo.-g|n 
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Jttr. 



[0 0 7 1] Xfy7S2 0 4Tlt 7 
170 1® r^>;?j r#-f> 
©Jib^T, IS&'X— ^««l 0 8 bCDfgg^— ^ 
Sff«8Ay7 7 1 7 0 1 CDrt^^fE^-r-S. 0 8 

eat?*— ?mti o 8 b^^nzim^—? i o 
8 b i &mm\z7r:-rm-v&2><, z\<dl%, tziix\i. 

r#-f >*J ASIBtt^— *««1 0 8 bCDIH^^-^ 1 
0 8 b 1 SrJtb^Ttfr. X^yT'S 2 0 4T#-f>^ 

io fcjmgcj&tff t>n?> t. les^x— ^ i o 8 b 2 £j&b7rf 

£9, Xf77*S 2 0 4TU, Sf^lf tt A y 7 7 1 7 0 

i© r^ff«*^-^;ngffij t r^-f>^j £B§*nfc 
*j fc, e*pc©^fTl*$8^-:7\M/i 6 o i £*gb* 

[0 0 7 2] Xf77*S 2 0 5Tlt flkflMIHR/t y 7 r 

jH*$Bj ;o^b^T^fTltSB^-7;i^#bTf£»i&ag 

20 £©£#, Xr77'S2 0 4Ti*PC© 

itfrtiNS^-TMH 6 0 1 ^fgb^T^-^^^^n 

TVi*©T, s*pc©^»i^fTfcn^„ gfpcoi 

Kj^fT'^X^-.yT'S 2 0 5©&9§£* 02 4SrffiHXff 
[0 0 7 3] TiCte, X^y^S 2 0 5Ti*PC©ii 

g©*abKfflv^n^s;T$>^. fiaffiiwfc*w*j<ss 

-h^frTS. d©<h£\ T5££ffll^Tx- z^PSiT 

30 jtfr-rs&sttfrtons. 
[»i] 



(V fff-Vo.d|||)x^ 



tt, ^fflfffi-?-7;i/© rjggj fcjMtsn. *©§m 

Void tt, ^nmm'T—Zf )V(D *m 
Sj fcE**hTVJ4. Wlsimtti^n^vneff T&D. 
Vte. Void ©tt^riOjS^/tttMjSfCiO^bfet)© 

ttitll ^-^©KSWffi-o^^nsiafflTfe-S., 
±SC©ff-»*Jctt£: zfaKHbTfrton, ^***©a 

«EfiMT*^^ff1SS^-7ji'© r&gj fcfinffb. * 
©^ff^ssrfToTt.^. d©«t'57iiC{c«tntf. m& 

MtfCioTfttAigit, «tO^H^©*^)<t©*ff 

[0 0 7 4] Xfy7"S 4 0 1 T«> Jft^flM8Ay7 7' 
170 1© r7^-D^A*7^^J dtlT*S^©ffJgiJ 

»J$nfcm^fC« Uf2/7"S4 0 1 ; Yes) , 7t 50 



O^A7JT73(S]ft^ s fTfcnTt^©TX-ry 7*S 4 0 

•5. Xf77S4 0 2ll ifit/^7717 0 10 

;H 6 0 1© r75|6jj £#J!gbf M"f 5. ii«^A*-f X 
ffl-f>^-7i-X13 3^U CPUlOl^SIb 
mXSSEX-rV y? 3 5 1 ©glf^lfffitt, 0*^25 
5©&ffiT, O^t.12 7^, 12 8^5.2 5 550^ 

5>Z 5 itt7c^<Mt7^nTV^«. c:©Scttt rn— ± 
•J>^fflj g^PC^iUtSS^EC©^!^* 
fit 5 S K * ^{b S -Br S . 
[0 0 7 5] 019(1 7jIpJ©^ 1 
9 0 1 «:3t&©r6j£, 19 0 1 aB4t^*qEIsn 

7cdi^©r6j^. 1901 bia*i:*rt*tMsn&t* 

©[Sl^Sr^-r. Xf'y7'S4 0 4m 190 1a*<t 



( 11 ) 



2000-70546 



19 



20 



T* 1 9 0 1 b «fc o \Z, S*PC©[6]i*£4. 5ft 

[0 0 7 6] Xf-^S40 3 TH SMIMlMRAy 7 y 
170 1© tT-fUifXjjyZifi A«0T*S*»©«»J 10 

%)2tlfz®£\Z\$ Uf5'7 r S4 0 3 ; Ye s) . ry 
^;i/A*T?*Iftlf&**ifTt)nTVi-5©T^5 i '>'7 p S 4 0 

0 1© r£fffHI7— ?;HlMlJ ©Jtb^-T, jfcfrflMB 

fflj ©*3E«, 1 6 0 1© r^lf^j 

tJHTfrfcft*. i 1 9 a, *(6j©^S?r^T0Ta& 
S. 1901«afiffl|Sl^ 1 9 0 1 a\t&\Z^^f)^ 20 
JESnfc£*©fcl*. 19 0 1 bl3*t*i«iiHEISn 
£:<h#©ft££:^-f„ X-r-yT'S 4 0 4Tft 1901 
a*5«kCXl 9 0 1 btCTK-ri-SK. g*PC(73|Rj^5r 
4. SBtT^IOS.?*. n©t*, rn— :f-y>£f*j 

» Street Xf'^S 4 0 2** 3 muffs 

-t©W r5*3?^jHiHU © f£7 5i/j Sfctt 

fafcSBef*. £©<>:#, rn— ^-ij>^mj 

*a«»rtB&©T. ^HtWA7K3 0 0, Sfctt 
»f£/"W N0 0 ^•6 6*>l/*»Bfi»bTVi*H«^T , b 

[0077] ^f-^S 4 0 5 Ttt. SffffiSA^ 7 7 

1701© r7/7t;P77^j , r;7v— ^-y^ifs & 
*»ClTafeS^©WSiJ^ff ^TV>5. r7i?-fe;|/77 
£ r^v-^^j *t#k:i-c**£*W.lSftfc 

Jf^Kte, ^f77'S4 0 6^jt^K'J7hfCJ:^^!S] 
©SMfcff'S. d©*§-§\ fct^ry^S4 0 1*> 40 
£S 4 0 4 J T©7t o !/$fettry^JPAi3t:cl:-5* 
|6)^j5^ffV^j:*^. H U 7 hS-fr^)^ t*ST€T 

U-f ^figf 3 £ i*«T'# 5 J: -5 fC& ^> T V>£<, 
[0 0 7 8] XrvZfS 4 0 7TI1 7&[6j©^Mrt<3§tifc 
5*tlTI^&#©«giJ£:ff <L7&*Xfc*>LT^£ 

m&iV Uf'^S 4 0 7 ; Y e s) , Xfy^S 4 0 
8^jt*., XT^7S4 0 1i^S4 0 6TfI$nfc 
*©[6j££, ^MStl-Sta©rS]^fCMbTV^. 50 



[0 0 7 9] Xfy^S4 0 9TH H^ft8Ay7 7 
© r7l/-*7?i/j 7"l/-*#^>3 2 2 

j&JifTanT^^^cwaisff 5. flT^nrv^tfij 

S'Jbfe«^« (Xf77"S4 0 9 ; Ye s) , 
S4 10^jltf<, 7f7 7"S4 10lt Void 

[0 0 8 0] 7f7^S 4 1 lTtt, Jtf^*«/ty7y 
17 0 1© rr^-fe^^^i/j T^irJI^^ 
>3 2 3*«ifTSnT^*^©WJ*ff5. JfTSnT 
^itflffll/fci^tt Ufy7"S4 ll;Yes). 

^f7^S4 i 2^it^, void t*ttfgx— r^;p© 

4 1 IT. T^-fc^tf^jWTSnT^fc^tsMMS 
tlfe«-&14 (Xr^^S 4 11; No) , X-^vT'S 4 
1 3^jttT<, Xfy7'S4 1 3tt, Void £HM±fi65^ 

[0 0 8 1] Xf77'S 4 1 4TI1, #*tttia«ttfflS 

nxv^^©*ugij*ffo. 

(X^y^S 4 1 4 ; Ye s) , Xf77'S 4 1 5^jt 
tf. XT7/S4 1 5TB, #*tt«T***— 
^ >^*&tty U -yT"©^ 1 OKS^TVii 

=fc^M^IS:«T^c Xf'y7"S 4 1 4 T#&t£ Bg^&ffl 

*nTv^v^tw»jsn/t»-&K:tt Uf^s4 1 

4 ; No) . Xf'^S 4 1 6^51^ X9-yZ?S 4 1 

6TH void <h#tt«g^-^;u© rjniiMj \z^^ 
tv$, *tttlx-^;v© r^ij-y^Mj t3-7;©ss 

[0 0 8 2] X^y^S 4 1 7TH XT-y 4 0 1 
4 0 8T^Snfc7j|S]t, Xt7^S4 0 9* 
<bS 4 1 6l:W>l£2nX:V%i£Zfiii\Z&-3\,*T. xifit 
zttfcwrsvnew ©Sffi*ff5. SffiSnfeVnew 

tt. *fHMlT— 6 0i© rfirgj ^joisn 

-5. C©<h#, 019 lC^-T=t^(C> x-z¥®fX*5Vi 
T, z ©IE©^M« 19 0 1, ^©RIU 1 9 0 2 ©^ 
ISJS, x ©iE©Scffltt 1 9 0 3, ft©&Mtt 1 9 0 4 © 

T, *©ffiMS*-rffiSirlip»-r^c:<h-C. x-z?S 
±T©^ff^31«fffc>tlS. ^fc. iMMMfcfcUTii** 
fflV^tl, *iBbfeVnew fc«fc-5*©jtff (CfltttAMi< 
fet^tf, 12 0t*-TJ:5fc. *-^"Sffi 
2 0 0 1 fC^-T^-XSaSi^ fC^A^J 
«ttlC«tD 2 0 0 2 JCSTn-XSS^i^ 

4 17T. 02 2©^T77"S2O5tt87U ifc©X 
T7^S 2 0 6^ittt. 
[0 0 8 3] Xf77S 2 0 6m f?*^-^ fC«J:^> 
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m * E C © ^fT /Wt t> ft T t © W gij £ ff o T lr» -5 . 

«*EC*»j£frbT^fcV»£ffl9JbfcJ§-&fctt 

7S 2 0 6 ; No) . ^T'^S 2 0 9 ^jttr 0 8fc:*E 

CA»*fTUTV»*t«SUUfc»#fctt (7r7^S 2 0 

6 ; Ye s) , 7.7- 2 0 7^jttT. 
[0084] Xry^S 2 0 7 Tftt, lifMlHIS'C? 7 7 

i7oi0) r#-f mzLT-fm® i08c© 

ftS7Hl/^6, IB^x— ^««1 0 8 bK)5feP7 h* 
l/^**JH/fc7Kl/7fKI^t, S£y— 

o 8 cfc**n*s*7*— ^©io*i#3eb. -toorte 10 

£*fMINI/ty 7 y 17 0 1 icflMArs. 

7"S 2 0 7Ttt, HtPIMIAy77l 701© mftm 

«^-7\>HiMSj ir, »*EC*jfb^Tx-^*^ 

f*. *©7t7 7'S 2 0 8TI1 iMSA''>77l 

7 o 1 ©i*i*icas-2*, &&Ec<D&wsmw$:ft5* n 

tErr—Z 108cl~108cnlt i8 fC^TIB©^ 

i o 8 b i £H*©«ifi**ru 2 0 8 

tt, Xfy^S 2 0 5 t^MlXf^7Sft^ 
[0 0 8 5] Xf7 7S 2 0 9 m miBlT— 7VH 8 

0 1© r«nmj *=fcDt rmavtrnj t, #?m4^k;§i 20 
it, xf77s 2 0 9A«*f?*n-5c:tfcWRan, a 

S&, ^ttttttteBTSIiSIIIIfe^^y y S 2 0 9 *Hff 
T * t fcJWr $ n, Sir * ftfc* M CS^^TSS* 5 

[0 0 8 6] Xf5»^S 2 1 OTIt n— X, Bvf HiJ 

5. *®xfy7s 2 1 im y— 

**, 7.tf-* 2 0 4fcia*s-a-sfc»©ffla*ffoT 30 

<^*. *©XT7 7 P 2 1 2ttt, l/-xy-A^7i>© 

El*bfc£*fctt. U-*y— AJWKTb&tWaib. 

O^-yT'S 2 12 ; Ye s) . Xf^7S 2 1 3^it 
if. S*PCa*&^|5|gtD— XSrJf laIbT^£:V><h# 
fctt. U-xy— A;W|*7bTV»fcVs£«WSiJb CZr-y 
7S212 ;No) , Xf77S 2 1 4 ^ifttf. 

[0 0 8 7] Xfy7S2 1 3m toWr—7)\r\z3k 

-3%®w&?7z>. *-r. m±^—?m®.i osc c»m 

gnt^iAy^- 1 0 8 c o© rg^^ig^pHj «t 40 

d. ush^-tvh 801© rnsi^nj *»/hsvit 

H tT, ft^^l 0 0 9©, lM&ffTZ><D\Zfrfrz> 

©fcl&BrSft*. gjfc, 'Sy^— 1 0 8 c o© rgjg^ 
P5IBJJ «fcO, iHf-7JH8 0 1© r^Hj ©a-5 

5. -r*t, m^m^.i o o 8 ©«^ias*^fT-r-5 
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g^lOSbffiAy^-lOSbOSIKf-?^ fl 

£fcy-*®«i o 8 cmm&u *fr«MB^— 

;n 6 0 i© runts j . r#ai4teitasj «, 

- 1 o 8 c o © , r#»ft jg^f«j k-whp 

*HMftT*. £©£*, tt*EC<Z)£fTtt:/l<"r-Vfttfi 

ntnnmtyi'-i ^© *>© t h— 
[0088] xf77s 2 1 3m, mn&n 

^. S4r-^fflJ®l 0 8 cSriBfifeTS., ^9lr, RA 

m i o 8 rt©i5&^-^ffi^ io8b tm&^—fm® 

108c, Sitf^tU* - K 5 0 Ol^CWtf-^ 

10 8 bO^y-l 08bOH 1 0 

8 c <h«:@©*#£££fc1±£fci*©fc©Tc&2>©T, 

9 0 1 tC«kSy— ^©SSnTtt'Ny^— 10 8 bOW 

ntt. F 5 0 0 CB4f- ^4E®l/T*< 

y— A^e2©mjg : &*7l'L, RAMI 0 8 

F5 0 0*&W£y-*Stt*ffibT«5C£ft*T* 

[0089] xfy7S2i4m 7n{f^Aznfi 
fc«>> fctAH cpuioitrtisnwsMT 

*J:-5K:^-f 5>y&H»t-*. ^f77S2 14T> 

ZfS 2 0 2^BI*. 
[0 0 9 0] BiLhIMib&iSfc, d©Hffi©^li©b 

e^s^MicfB^b, ia«ibfcy-^=£^[Hie;i^7b--r 
bfet#©asr*Ec©*fffc«^-2>ct*«T#s. y— 

^***lnSl*-*Ct3te<E»b*:y-^fcJ:D. ®# 

ECtt7*w-\'a»ff-3fc©trai;rte©jfeff*fT5;:t 
[0091] 7k -^*«a*ECfc»fij-r* 

^BO^-f-VOftflsbfcrt*©^— *fctt*EC 

tcititf, fE^-rsy-^aSrJiira$ii--5c:t7i<, tt 
*EC^K -t , ©***t3S5<^:*lCbfcdiV^m^ 
<T?>c:«hdiT^^©T, **0»V^WtTt». 7 

r. s^s, s*s*^i*sjitAi-T?#-r, ^b^y 

[0 0 9 2] Sfc, ®*ECSr^fr^ti-Sfc«)©. 7*b 
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oKB&^nsck^ft&oTi^GDT, £Ara±T^ 

[0 0 9 3] *3B93tt. ±E©«KO»«lCH6nf. 

[0094] ±e©sat©»«Ttt. -VOJiflsA 

**Mkf^ A * b fc § © 5*- 9 £ »* E C £ j£?r $ * 5 5 s 
-*tl/TlHT^&. ba>bft^<=K H^r-e-ric* 
ggbTiii^ U-*y-A£fr t*©^-* 

^fflv^fcg!E*E c t^Tsa^giR-c^s <t ? tern 

-<-f*U£©y-AgeS:ffl^T^-xy-A£3£.£J: 

f£bfeft^©y-:Wc±9;£fTT3&*ECK:, H#© 
iV^HWI^ut^t^HiUoT^iif 20 

-a., ua»u *a:/wir©5-&-A&i#:£b-t-©:/u 
©y— A8i*ffl^Ti/- xy-A4»^rt>. y 

[0 0 9 5] ±fd,<Dnme>BWiT-\$. g*PC<»:gSt*E 
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